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JOIN THE FORCE OF NINTENDO FANS 


THE NEW COLOSSUS 


A NOTE ON RATINGS 


DON’T BE ALARMED! It may be a bit surprising to see a game like Wolfenstein Il: The New Colossus on the cover 
of our family-friendly NF Magazine. While it's not the first game rated as "M for Mature" that has taken that position 
(that distinction goes to Zero Time Dilemma, which claimed the cover spot for NF #22), it’s certainly still out of the 
ordinary for us, so we wanted to greet you right up front with this note on ratings. They appear below, for your 
reference, and you've seen them before placed in the corners of video game boxes to give shoppers a clue as to 
what kind of content to expect from the game inside. They are the ratings created by the Entertainment Software 
Rating Board, or ESRB for short. In the same way movies are rated G, PG, PG-13, R and NC-17, video games also have 
their content evaluated and then get categorized into an age range for which they would be most appropriate. 


In the past, we haven't paid much attention to ESRB ratings within the pages of NF Magazine. We haven't really 
needed to, as the vast majority of Nintendo’s products have fallen comfortably into the E for Everyone range. But 
the new success of Nintendo Switch is bringing in a much wider audience and a much wider array of games, such 
that several M for Mature games have now launched for the system — and more are on their way soon. Because we 
don’t want to ignore these titles or skip covering them entirely, we’re making a change from this issue forward: 
Each preview and review will include ESRB rating information alongside our usual little info box telling you who the 
publishers and developers are. In addition, any time we cover an M-rated game, we’ll do so in an E-rated way — 
never printing images of violence or any of the other objectionable content that earned that game its 17-and-older 
rating in the first place. So, again, don’t be alarmed! NF is still a solid E, even as the Big N embraces the big M. 
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MAKING MORE MEGA MAN... AGAIN! 


After years of fans fearing he was gone for good, Capcom's finally bringing the Blue Bomber back. 


But was he ever really gone at all? Not for the creators and players in his huge fan game community! 


AFTER SEVEN EXCRUCIATING years, Capcom 
has at last announced a new Mega Man game! Truly 
a Christmas miracle! Uplifting though the reveal of 
Mega Man 11 may be, however, let us not forget the 
tireless bedroom coders who have kept the azure 
light burning brightly during those dark days. 

Way back in Issue #10, | took you on a brief tour 
of several Mega Man fan games worthy of your 
attention; the well of quality wares has only 
deepened since. Such passion is enough to give 
anybody the itch to craft a bot-busting quest of 
their own. Shame that most of us can't code worth 
squat! If only there were some kind of simple DIY 
toolkit to play around with... 


4, ISSUE #31: CARNAGE VS. CUTENESS 


Our needs were nearly addressed with Mega 
Man Universe, an expanded version of Mega Man 


Powered Up's level-building Construction Mode that 
was to be Capcom's Super Mario Maker long before 


Nintendo ever entertained the thought. Sadly, it 
was one of many casualties — which included Mega 
Man Legends 3 and the Korean MMORPG Rockman 
Online — of the "Great Mega Man Purge" following 
Keiji Inafune's departure from the company in 
2010. 

Driven by glorious purpose, Dutch developer 
WreckingPrograms set to work on a creation suite 
of his own; on July 15, 2017, he unleashed Mega 
Man Maker! A mere 10 months passed from con- 
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ception to initial release (which carried the shorter 
title "Mega Maker"), but this is no hack job. With its 
visually pleasant user interface and breezy drag- 
and-drop object placement, it bears its Super Mario 
Maker inspiration smack on the side of its two-tone 
helmet — and at times even outclasses Nintendo's 
effort! 

Drawing from the first six Mega Man titles, it 
presents a vast pool of enemies and objects with 
which to populate your stages. Want water? Pour 
the blue stuff wherever you please! Like screen 
transitions? Enable them wherever appropriate! 
Need a killer level tune? Assign any track from 
Rock's NES adventures! Is it boss time? Choose 
from a select crop, including a demade Time Man 
from Powered Up, all of whom can be assigned 
unique weapon weaknesses and immunities! 

Speaking of the more than two dozen weapons 
at your disposal, many sport new attributes that 
greatly expand level design possibilities. For 
example, Top Spin lets you bounce off enemies, 
Skull Barrier grants temporary spike immunity and 
Charge Kick can be used to air dash. There are even 
weapons inspired by Meta Knight's Mach Tornado 
and Fox's Reflector from Super Smash Bros.! 


MegaManMaker.com 


SCREENSHOTS ON THIS PAGE TAKEN FROM MEGA MAN MAKER ARTWORK BY THOR THORVALDSON 


Eventually, you’ll want to upload your creations 
and sample others’ as well, though much like in 
Super Mario Maker, most users are not master 
game designers. Furthermore, as this is but a low- 
key fan project with a significantly smaller 
audience than Mario’s party, standouts are that 
much harder to discover, especially with its bare- 
bones sorting tools — though at least this game lets 
you search by keyword! 

But if you're willing to look, you'll discover 
sparks of brilliance that push the capabilities of the 
engine and yield unexpected gameplay styles. 
Among my favorite stages is one of the first ever 
uploaded: a deceptive challenge known as "Metal 
Chase," in which Metal Man relentlessly hounds you 
throughout the course until you reach the end and 
take him down! 

Asa child, | filled page after page with hand- 
drawn Mega Man maps of my own design. To finally 
be able to realize those designs in a relaxed, acces- 
sible package is a dream fulfilled. And it'll only get 
better — at the time of this writing, the game sits at 
Version 1.1.3, with future updates promising 
content such as a Mega Man 7 skin and even the 
brick weapon from the just-revealed Mega Man 11! 

Mega Man Maker doesn’t just /ook right, it feels 
right as well. That’s all thanks to the aptly named 
Mega Engine, also made by WreckingPrograms. If 
Mega Man Maker is for the average (Sniper) Joe, 
the Mega Engine is for serious developers — anyone 
with the Game Maker creation suite can download 
this open-source package and start cranking out 
their own physics-accurate titles. This leads us to 
the next stop on our journey... 

If you’ve ever enjoyed sprite comics or dabbled 
in sprite editing, you'll likely be familiar with 
Sprites INC, the most comprehensive repository of 
Mega Man in-game assets on the Internet. In 2016, 
Sprites INC hosted "Make a Good Mega Man Level," 
a contest in which entrants submitted custom 
stages that were ranked and bundled together іп a 
single playable parcel. The event went so swim- 
mingly, they decided to run an even bigger follow- 
up in 2017 — this time powered by the Mega Engine. 

For Make a Good Mega Man Level 2 (MaGMML2), 
participants had until mid-February to download 
the devkit (along with a free build of Game Maker 
8.1) and whip up the stage to end all stages, using 
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pre-selected assets or custom music and art. А 
whopping 81 submissions were then reviewed by a 
panel of five judges and inserted into a larger hub. 
The finished compilation landed on October 1 — and 
proceeded to blow minds! 

The Sprites INC crew crafted a framing narrative 
to provide a refreshing sense of cohesion — the city 
has decided to hold a festival in honor of the 30th 
anniversary of Mega Man’s first victory against Dr. 
Wily, complete with booths and merchandise 
vendors. Robots the world over have come to check 
out the submitted stages, which take the form of 
virtual reality attractions, sorted into 10 tiers. 

The experiences run the gamut of quality, from 
buggy mishmashes to devilishly clever domains. 
Regarding the former, some are so unbearable that 
the judges inserted optional green teleportation 
pods that warp you straight to the end. If this were 
any typical game, having such swaths of garbage 
would be seen as a detriment, but here it somehow 
adds to the overall charm. 

The higher tiers occupy a separate plane of exis- 
tence entirely. One level called "Mount Sabre" is 
decked out to resemble a top-down NES RPG. 
Another called "Escape Sequence" grants Mega 
Man super speed and unlimited weapon ammuni- 
tion to tear through a massive obstacle course. 
Then there's "Neapolitan Man," a frosty lair ruled 
by an ice cream-themed Robot Master. And that's 
barely scratching the surface! 

You might feel compelled to avoid the lower 
tiers, but a mountain of rewards await those who 
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power onward. You collect Screws to buy upgrades 
from Eddie or costumes from Roll to dress up as 
various official and fan game characters like Rokko 
Chan (whose game | reviewed in Issue #11). Strewn 
throughout the levels are Noble Nickels, which can 
be traded in to Knight Man for additional items, 
costumes and weapons. You might even fight a 
secret boss or two! 

Once you clear the 81 contest levels, Dr. Wily 
steps onto the scene, daring you to storm his 
stronghold. These stages were constructed by the 
judges themselves, delivering an appropriate end- 
game challenge while also sprinkling callbacks to 
contest highlights. Here's where you'll also find 
what | believe to be the best boss in the entire 
game: Seven Force from Gunstar Heroes, now with 
several Mega Man-themed transformations! 

Believe it or not, there’s still even more to 
uncover! Beyond comes Tier X, filled with levels by 
core MaGMML2 staff and other guest developers, 
as well as The Pit, a beastly 100-floor trial that 
must be tackled in one sitting! 

Oh, and a Kirby Super Star-style Arena boss 
rush! 

And a challenge mode! 

And a debug mode! 

And! And! And! 

Without a doubt, this is the mother of all Mega 
Man fan games, showcasing the creative output of 
dozens of the Blue Bomber faithful while cramming 
in enough rewards and post-game content to 
shame most $60 retail titles. | would even say that 
it rivals Super Mario Odyssey in sheer density! | 
simply can’t fathom how Sprites INC will raise the 
bar for Make a Good Mega Man Level 3! 

Going into 2017, | had come to grips that Capcom 
had given up on the Mega Man franchise. Turns out 
that belief was premature, but even if Mega Man 11 
was never greenlit, | think | would have been satis- 
fied with how the fandom carried the torch this 
year. As long as the community remains united, a 
blue and cyan future will always be waiting on the 
horizon. — TONY 
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THE NEW 8-BiT HEROES 


Chronicling the creation of an all-new old NES cartridge. 


AS KIDS, MANY of us imagined making our own 
video games. Creating characters with cool powers, 
designing tricky maps and planning out dastardly 
plots for our villains were all part of our ideas for 
creating our very own game! While many of us 
eventually put away our fantasy worlds, one person 
chased that brass ring all the way to the end — and 
filmed the whole process. Meet Joe Granato, the 
man behind The New 8-Bit Heroes, a new film that 
explores the rediscovery of childhood dreams. 


NF: Tell us a little about yourself and how this 
project came to be! 

I grew up in the NES era. | was the Nintendo 
kid in my neighborhood. Like many kids back then, 
I used to design my own Mario levels, Zelda 
dungeons and Metroid corridors in school note- 
books and church bulletins and with sidewalk chalk 
on my suburban driveway. One summer, a neigh- 
borhood friend and | created our own game. We 
conceptualized all of the characters, the levels, the 
weapons, the sounds — everything. We put our epic 
plans in a box and shipped it off to the Nintendo of 
America address in Nintendo Power along with a 
handwritten letter that said something like "Please 
send us the stuff we need to make our game, like a 
blank cartridge and stuff." We waited all summer 
for delivery trucks to arrive with space-aged com- 
puters, prepared to make our brilliant opus. Of 
course, that didn't happen. 
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Instead, we got the box back with a short form 
letter about how Nintendo couldn't take unsolicited 
material. We were crushed. The plans got filed 
away. | grew up and abandoned and mostly forgot 
those childhood ambitions. Over the next 25 years, 
| became a touring musician, a writer, a filmmaker 
... all while dabbling in indie game development. 
And quite by accident, during a trip to my former 
home in New York, I stumbled upon those game 
ideas my 8-year-old self created. | wondered if it 
would be possible to actually make the game. Upon 
examining the possibility, my production partner 
and | found a whole hidden culture of developers 
making new games for the 30-year-old system, and 
we realized that highlighting this culture would be 
a great subject for a documentary. So, we set out to 
document our adventure developing for the NES 
and chronicling the NES homebrew community. 
What started as a small-scale novelty project about 


developing a game for a 30-year-old console based 
on childhood illustrations ballooned into a three- 
year international adventure with some very 
notable personalities getting involved! It became so 
much more than we'd first conceived. It became a 
very personal story about the value of the ambi- 
tions we leave in our youth, and what happens 
when we re-inject them into our adult lives. 


What were some of the highlights you experi- 
enced in the creation of this documentary? 

I have to say, it was humbling to be able to meet 
and interact creatively with some of the people | 
idolized as a kid: Piers Anthony, creator of Xanth 
and Incarnations of Immortality; David Sardy, a 
music producer who worked on major albums by 
Red Hot Chili Peppers, System of a Down and Rage 
Against the Machine; and Howard Phillips, who 
most NES fans would recognize from Nintendo 
Power. It was pretty amazing that this little project I 
dreamed up when | was 8 put me in the room with 
such amazing creatives. | think possibly the most 
surreal moment of the entire project was when 
Adam F. Goldberg, creator of the show The 
Goldbergs, asked if he could showcase the game on 
the show. Seeing Barry (Troy Gentile) playing an 
early prototype in the background of a show that 
was airing to millions of people on ABC was surreal! 
There were a lot of crazy highlights. But there were 
just as many small, personal moments that will 
forever be tied to the creation of this project. 
Reconnecting with old friends. Reconciling past 
mistakes. Finding a better sense of self. It rein- 
forced how even simple, 8-bit video games can be 
more than just entertainment. That they are a per- 
fectly valid form of personal expression. 


How does the future look for the documentary 
and for the Mystic Searches NES game? 

The film hits Amazon on New Year's Day. The Blu- 
ray release event will be two weeks later at PAX 
South, and it features over two hours of bonus 
material, including lost interviews from an aban- 
doned documentary on the cultural influence of the 
Legend of Zelda series. The game is still a work in 
progress, but a beta in the form of a prequel quest 
is available on a cartridge at our website! 


COMMUNITY 


THE ULTIMATE PHOTO DoJo CHAMPION 


Neal Ronaghan, the only NF team member who's ever punched Bill Trinen. 


COME MARCH 2018, | will have been 
writing semi-professionally about video 
games for a decade. It all started when | was 
in the middle of college, which was really 
my last step in going from "mild-mannered 
lackadaisical video game fan" to "crazy 
person checking sites multiple times a day." 
By the end of 2007, I was doing well enough 
in school to allow for ample amounts of free 
time, like the week where | mainlined Super 
Mario Galaxy and Rock Band. (Related: I 
don't recommend using the box that the 
first Rock Band came in to go sledding on a 
college campus). Around that same time, | 
started writing pop culture reviews for my 
school’s paper, and then, one day, | noticed 
a job listing at Nintendo World Report. | 
applied for the volunteer position and 
started in March 2008. | was a grunt news 
writer to start off, but over the course of the 
next few years, | got way in deep with the 
everyday goings-on of that site — one that | 
started going to as a reader in 2001 (when it 
was still called Planet GameCube!). 

Soon enough, my title went from "Staff 
News Writer" to "News Editor" and then 
"Director," a title I’ve held since 2011. But 
my goal wasn't always to run NWR. After | 
graduated college, I had aspirations of 
rying to work full-time in the industry, but 
outside of some freelance writing gigs at 
1UP.com, IGN and GamePro, nothing 
dependable ever cropped up. It didn't seem 
ike something that, as a soon-to-be- 
married young 20-something in New Jersey, 
would work out neatly. This isn't a case of 
me surrendering a dream or anything — 1 
just realized that I could do a lot of the fun 
things that I enjoyed about writing about 
games by sticking with Nintendo World 
Report as a side thing and working full-time 
somewhere else outside of the industry. 
Outside of gaming, I’ve carved out a solid 
career as а copywriter, a career | got into 
because of my games-writing experience. 

Over the course of the past decade, a lot 
has changed, especially for a nearly 20- 


year-old site like NWR that has always been 
run by volunteers. A lot of harsh realities hit 
us in the past few years, be it depleting ad 
revenue, general disinterest in Nintendo in 
the Wii U era or just a limitation of time for 
our staff. Our darkest moments were during 
Nintendo's own darkest moments. Looking 
ahead, | was wary of the site's status in 
early 2016. Around that point, we turned to 
Patreon. And while our Patreon pales in 
comparison to Nintendo Force's and a whole 
lot of other content creators, our legion of 
80-ish Patrons have helped keep the site 
afloat and relatively stress-free for me and 
the staff for the past year and a half. It also 
helped when the Switch launched because 
people are way more excited about 
Nintendo (including our staff) than they 
have been in years past. 

So, uh, I still have to fill in some more 
space and boy oh boy is it weird to write 
about myself here. I’ve been writing for NF 
Magazine since its inception, but rarely have 
| written something even referencing myself 
in any capacity. Let's fill in the rest of this 
with some fun facts about my games-writing 
career! 

First (and most important), | legitimately 
proposed to my wife at E3 2009. Not on the 
show floor or anything — back at the hotel 
after the last day. 

I still hold the title of Ultimate Photo 
Dojo Champion, an honor | wrested from the 
hands of Nintendo’s Bill Trinen. Nintendo 
held some goofy press tournament for the 
2010 DSiWare game Photo Dojo. | wound up 
winning the New York regional and got 
flown out to Seattle to visit Nintendo of 
America HQ and take on other journalists 
and eventually Trinen. It was rad. | have a 
trophy and everything! 

I’m usually at PAX East, and the gang at 
NWR has hosted a number of panels, like 
last year's Wii-U-Logy and Who Wants to Be 
а Nintendoaire? Hopefully we'll back in April 
2018 with some more chicanery. 

And Гуе been to a number of E3s, 
covering the event with many members of 
my NWR family. | haven't been to E3 since 
2015 and likely won't return for a while, but 
| hope to go back in 2020. You see, in 2010, | 
took a picture with Takashi Tezuka where we 
both put up a thumbs-up. Then, in 2015, | 
unknowingly replicated the picture with 
Tezuka again. So | have to complete this 
every-five-years tradition and return to Los 
Angeles in June 2020! 

See you there? — NEAL 
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WOLFENSTEIN Il: 
THE NEW COLOSSUS 


PREVIEWS 


Rally the Resistance and liberate the United States! 


PVE BEEN WITH Wolfenstein almost 
since the beginning. | mean, maybe | 
shouldn't have — given its graphic 
nature and how young | was — but in 
1992, | was there, playing Wolfenstein 
3D alongside of Catacomb 3-D, two 
years before DOOM would break the 
mold and change shooters forever. 
But Wolfenstein didn't start out as а 
shooter. No, it kicked off all the way 
back in 1981 on the Apple Il, a device 
most people have completely forgot- 
ten about. Back then it was a top- 
down stealth adventure with rudimen- 


tary graphics and gameplay, and it 
was followed up three years later by a 
sequel, Beyond Castle Wolfenstein. 
After that, the series kind of just laid 
stagnant for eight years, until id 
Software decided to build upon what 
developer Muse had already created, 
and really gave the franchise a face. 
William "B.J." Blazkowicz — one of the 
longest-running shooter protagonists 
other than "Doomguy" — was born, 
and the gaming world was never really 
the same. | have many fond memories 
asa child of controlling the shoot key 


(Control) while other family members 
operated B.J.'s movement. 

Then, again, the popular series laid 
dormant for almost a decade, until 
Return to Castle Wolfenstein arrived 
on the PC, Xbox and PlayStation 2. 
Once again Blazkowicz returned in the 
starring role, and this time, he and 
Wolfenstein were here to stay. It saw a 
multiplayer-centric follow-up in Enemy 
Territory two years later, then a 
mobile RPG, then a 2009 continuation 
simply titled "Wolfenstein." 

Which leads us into the Switch era 
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ever so slowly. In 2014 the studio 
MachineGames, which hadn't had a 
project to its name yet, was given the 
responsibility of re-creating the 
Wolfenstein universe for a new era 
with Wolfenstein: The New Order. 
MachineGames took the old-school 
sensibilities of the series — like hidden 
rooms and an array of weapons that 
aped the two-gun system that many 
modern shooters use — but also incor- 
porated heavy adult themes that tran- 
scended the simple realm of "gore." 
The New Order, which again 
featured Blazkowicz, dealt with some 
tough topics, as well as a bleak alter- 
nate timeline in which the Allies lost 
World War Il. Now players were seem- 
ingly fighting a losing battle against a 
relentless enemy, a stark contrast to 
the "beat robot Hitler and save the 
world" narrative that most of the past 
games followed. That goes double for 
the sequel, the newest iteration that 
has been confirmed for the Switch: 
Wolfenstein Il: The New Colossus. 

The thing is, I’m not sure а lot of 
Switch-only owners are ready for it. 

I mean, Nintendo has been courting 
mature games here and there for a 
while now, going all the way back to 
Eternal Darkness on GameCube, to the 
celebrated Bayonetta 1 and 2 on Wii U, 
to the ill-fated Devil's Third. But 
MachineGames' Wolfenstein is differ- 
ent. Despite its penchant for the 
dramatic and sci-fi coat of paint, it still 
has an air of realism to it. Some of the 
events the narrative is based on 
actually happened — or they play out 
similarly to how they would have 
happened if history had been altered. 
I’m not entirely sure that a lot of folks 
are mentally prepared for that. 

That said, I'm glad that people are 
getting a chance to make that decision 
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for themselves. Kudos to Bethesda for 
bringing the whole thing over 
unedited (except for in Germany, 
which already had alterations to the 
base game due to iconography laws). 
Filled to the brim with familiar loca- 
tions, well-handled mature themes 
and a touch of the fantastic, it’s a 
story worth playing through, filled 
with plenty of twists, turns and 
dramatic moments that don’t detract 
too much from the subject matter. 

As a shooter, The New Colossus is a 
great mix of old and new school. Maps 
are somewhat linear in nature, so they 
don’t emulate the fully labyrinthine 
setup of the shareware era, but they 
do have plenty of spokes to meander 
through on its individual wheels. There 
are secret areas galore, Easter eggs 
and plenty of weapons to choose from. 
A built-in stealth mechanic, swimming 
and various tools round everything 
out so you aren’t just shooting every- 
thing that moves all the time. If that’s 
what you're into though, you can dual- 
wield and go in guns blazing. 

It reminds me a lot ofthe more 
modern Metal Gear Solid games that 
allow for more of a choice between 
stealth and front-door action. You can 
choose to go around taking everyone 
out without being noticed, or, if you so 
choose, you could blast everyone in 
sight. There are methods that are 
employed to sort of keep you in line 
and erring on the side of the latter 
(captains have radios that can call for 
nebulous backup if they spot you and 
are left unattended for too long), 
which is a hitch in an otherwise 
straightforward shooter setup. 

If you're worried that it might not 
work on Switch on a technical level, 
don't be. Sure, there were compro- 
mises made with the newest DOOM 
with major facets like framerate and 
draw distance, but the meat was 
there, and the textures are still pretty 
modern and competitive by any 
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standard. Plus, DOOM is a bit more 
demanding when it comes to twitch 
reaction and speed. For that reason, | 
can see Wolfenstein working a little bit 
better, especially with time on the side 
of Bethesda. They can take everything 
they've learned from their DOOM 
Switch port and implement it to the 
best of their ability. 

There's just one thing that gives me 
pause: I’m not sure if omitting The 
New Order and missing out ona 
bundling opportunity is a great idea. 
There is so much backstory there, and 
although the beginning of Colossus 
does touch on it a bit, you aren’t going 
to be as invested in those characters 
from the start. It’s not like you’re 
going to be completely and utterly lost 
- and you could just watch a recap on 
YouTube or read a summary — but 
still, it's those connections and subtle- 
ties you'll miss. Maybe they'll have a 
more involved intro made just for the 
Switch version? Only time will tell. 
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ІРІ! be interesting to see where 
Bethesda goes from here. If DOOM, 
Skyrim and Wolfenstein sell (the "if" is 
kind of a ridiculous qualifier for 
Skyrim — | mean we know it’ll cer- 
tainly sell, as it has for many years), 
we could see more timely, or even 
day-and-date multiplatform work for 
the Switch. Not just from Bethesda, 
but from the entire industry! For too 
long Nintendo has been left in the 
shadows, and many games writers 
were forced to pen "PC, PS4, Xbox 
One" whenever a big publisher would 
omit the Wii U, but now we're seeing a 
resurgence of third-party Switch work. 
So much so that some developers who 
didn't even believe in the system at 
first are now scrambling to support it! 

Wolfenstein is a Nintendo trail- 
blazer in a lot of ways, because it’s 
newer than DOOM and deals with 
heavier themes. If Bethesda can work 
out putting a high-concept narrative 
shooter with id Tech 6 on the Switch, a 


lot more boilerplate projects will fall in 
line... I'm talking Call of Duty and 
Battlefield parity. The jury is still out 
on that future, especially since 
Wolfenstein Il hasn't even launched 
yet and we don't know if it’s actually 
going to run well (Bethesda could 
easily delay it further into obscurity 
and irrelevance if they can't handle 
the conversion), but it’s a possibility. 
All I know is a possible future that has 
Nintendo once again scrapping around 
in the big game instead of watching 
from the sidelines is an exciting one. 

I'm not sure if l'Il be playing The 
New Colossus all over again when it 
actually arrives sometime in 2018 on 
Switch, but the fact that so many new 
people can experience it 15 more than 
enough. Once again the promise of 
playing it in portable form will speak 
to a lot of people, and that's one of the 
reasons the Switch is flying off the 
shelves. Stay tuned for more in 
upcoming issues! — CHRIS 


[MATURE 17+} 


= + re 
SYMBOLS & CENSORSHIP 


While Wolfenstein Il has no qualms about presenting its enemy 
characters as literal Nazis, there’s still a fine line being walked by 
Bethesda as they present the game to the public. Case in point, 
the Nazi’s signature swastika emblem. Though prominently dis- 
played on everythings from flags to soldiers’ uniforms to crazed 
robots’ heads in-game, you'll see not a single one on the вате? 
box art — there, Bethesda’s cautiously swapped out every 
instance of that infamous emblem with a generic Wolfenstein 
logo. (We've done the same, as you'll see if you flip back to our 
Side M cover art and take a close look at the blimps in the back- 
ground.) A game’s M rating covers content found inside a game, 
it seems, but not imagery sitting on a retail store shelf. 
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WE'VE COME A LONG WAY 


When Wolfenstein II goes on sale on the Switch later in 2018, it 
will mark the end of a 24-year wait for fans of the series on 
Nintendo hardware. Yes, the last (and so far only) time B.J. has 
ever done battle with the Nazi army under the banner of the Big 
N was way back in 1994, with the SNES port of Wolfenstein 3D. 
As you can see from the provided screenshot just above, video 
game technology has come quite a long way in the past quarter 
century. More interesting, though, is how Nintendo’s attitude 
toward mature content has advanced over that span of time — 
because the SNES Wolfenstein 3D was infamously edited to 
remove all references to Nazis, and even changed all blood into 
sweat (like one of its bloody contemporaries, Mortal Kombat). 


PREVIEWS 


LOST SPHEAR 


Free samples! Get your free JRPG samples here! 


FOLLOWING THE EXAMPLE 
that they themselves set mere 
months ago with the free demo 
made available in the Switch eShop 
for Project Octopath Traveler, 


Square Enix has now provided a no- 


cost glimpse into the world of a 
second 2018 JRPG on their slate: 
Lost Sphear, the follow-up to | Am 
Setsuna. This time around, though, 
you won't be beginning at the 
beginning. 

The Octopath Traveler demo 
gave us an introduction to two of 
that game's eight playable heroes, 
showcasing the opening moments 
of their tales. For the Lost Sphear 
demo, though, Square Enix tosses 
you straight into the meat of the 
adventure — you immediately have 
a full party of four fighters and are 
right in the middle of a quest with 
little context explaining just what’s 
going on. It’s a jarring decision for 
a demo, but at least it gives us a 
complete picture of the gameplay. 


SWITCH, PUBLISHER: SQUARE ENIX 
DEVELOPER: TOKYO RPG 
FACTORY RELEASE: JANUARY 23, 2018 
RATING: E10+ 


Which involves robot suits! Who 
knew? | didn't, at least, so it came 
as a shock that Lost Sphear allows 
you to equip your whole party of 
heroes with Iron Man-like mech 
armor at any given moment. You 
can use the mechs’ abilities to blast 
through obstacles in your way, 
increase your movement speed and 
multiply your options in battle with 
a fresh set of Chrono Trigger-esque 
co-op attacks. The mechs can’t be 
used infinitely, though, as a fuel 
gauge depletes as you drive them. 

When you step back out of your 
robo armor, though, you’re still 
perfectly capable of putting up a 
great fight. Lost Sphear’s battle 
system is more dynamic than | Am 
Setsuna or Chrono Trigger, giving 
your characters free movement 
around the battlefield on their 
turn. Changing position relative to 
your enemies frequently is key, too, 
as each attack option you can 
unleash has its own highlighted 
area of effect — you need to hit 
multiple foes at once if you can! 

The demo has intrigued me! Let 
it intrigue you too! — LUCAS 
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KIRBY MAY NOT get the same recog- 
nition as Mario or Link, but he's one of 
the most prolific and reliable heroes in 
Nintendo’s pantheon of mascots. The 
Pink Puffball has appeared on every 
one of the company’s home and 
handheld systems (with the exception 
of the Virtual Boy) since he debuted in 
Kirby’s Dream Land in 1992, and that 
trend continues next with Kirby Star 
Allies, Kirby’s first adventure for 
Nintendo's new Switch — and one of 
the first major first-party Nintendo 
titles on the schedule for 2018. 

The Big N first unveiled Kirby Star 
Allies during its E3 2017 presentation, 
and since then we've learned a little 
bit more about the upcoming title. 


x» 


Like a traditional Kirby game, Star 
Allies is a sidescrolling platformer. The 
puffball has his usual assortment of 
tricks at his disposal; he can float, as 
well as inhale enemies and take on 
their powers using his signature Copy 
ability, just as he can in most of his 
other adventures. This time, however, 
he also has a new power with which to 
save Dream Land: friendship! 

On top of being able to suck up 
enemies and steal their abilities, Kirby 
can now befriend foes to fight along- 
side him in Star Allies, similar to the 
helper system from way back in 1996's 
Kirby Super Star. By tossing hearts at 
enemies, Kirby can recruit up to three 
companions, who’ll follow Kirby 
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around a level and help him take on 
other enemies and solve environmen- 
tal puzzles. Kirby can even combine 
his Copy Abilities with theirs to form 
new powers, not unlike the way he 
could fuse two powers together in 
2000's Kirby 64: The Crystal Shards — 
but with even more robust combina- 
tions. Combine Wind with the Bomb 
ability, for instance, and it'll become а 
makeshift hot-air balloon, allowing 
you to float high into the sky and 
reach previously inaccessible areas. 
The ability to recruit companions 
also ties into another one of Star 
Allies’ notable features: multiplayer. 
Star Allies certainly isn't the first Kirby 
platformer to support more than one 
player; Kirby's Epic Yarn (in 2010) 
allowed a friend to journey alongside 
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Kirby as Prince Fluff, while the puff- 
ball’s second Wii adventure, 2011’s 
Kirby’s Return to Dream Land, let up 
to four players play together at once 
— though in that title, the second, 
third and fourth players were locked 
in to playing as King Dedede, Meta 
Knight and Bandana Waddle Dee. Star 
Allies doesn't feature any such restric- 
tions; players can play as an assort- 
ment of different characters here, 
from classic foes like Chilly and Sir 
Kibble to new ones like Driblee, an 
adorable eel with water powers. 

The variety of possible companion 
characters and their unique array of 
abilities promise to make Star Allies 
one of the most fun multiplayer games 
on Switch, affording players much 
more freedom to experiment with dif- 
ferent character and power combina- 
tions than any of Kirby's previous co- 
op adventures. It certainly helps that 
the Switch itself is particularly well- 
suited to multiplayer gaming, thanks 
to the ease with which you can take it 
anywhere and set up impromptu play 
sessions with friends. Each player can 
jump into Star Allies using a single 
Joy-Con, so you'll only need one addi- 
tional pair to host a full four-player 
session (or eight Joy-Cons total if each 
player prefers to use Joy-Con Grips). 
And while it hasn't been outright con- 
firmed yet, the game will presumably 
also support the Switch Pro Controller, 
giving players a variety of ways to 
team up and enjoy the adventure. 

Multiplayer isn't the only aspect 
that Star Allies has in common with 
Return to Dream Land; the two games 
share many other similarities as well, 
most notably in terms of their 
graphics and gameplay. At first glance, 
Star Allies bears more than a passing 
resemblance to Return to Dream Land; 
the game uses the same visual style as 
the Wii title, although the graphics in 
the Switch game are considerably 
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more detailed. Many of Return to 
Dream Land’s Copy Abilities and 
enemies also return in Star Allies, 
including ones that were initially intro- 
duced in the Wii title, such as Puppet 
Waddle Dee. It's clear that the devel- 
opers at HAL Laboratory used Return 
to Dream Land as a starting point for 
Star Allies, so fans of that game in 
particular should be especially excited 
for Kirby's new Switch adventure. 
Despite its visual similarities to a 
six-year-old game, however, Star Allies 
has already cemented itself as one of 
the most beautiful Kirby titles to 
date, in part because it’s 


the first traditional Kirby platformer 
on a high-definition console. That's not 
to say it’s the puffball’s first HD adven- 
ture ever; that distinction goes to 
Kirby and the Rainbow Curse, the Wii 
U sequel to the series’ wonderfully 
inventive DS spin-off, Canvas Curse. 
That game employed a gorgeous clay 
aesthetic that made each level 
resemble a claymation film, though its 
gameplay was radically different from 
the rest of the series. For all the new 


ideas Star Allies introduces, it is at its 
heart a tried-and-true Kirby game, 
making this a homecoming of sorts for 
the franchise. 

That said, while Nintendo has given 
us a revealing look at Kirby Star Allies 
between its E3 2017 presentation and 
September Nintendo Direct broadcast, 
there are still many unanswered ques- 
tions lingering around the title. For 


one, the Big N has shared barely any 
details about the game’s story. We 
know it takes place in Dream Land and 
features many of the series’ recurring 
characters, including Whispy Woods, 
though we don't yet know who (or 
what) is terrorizing the land this time 
around — only that a "dark new force" 
is manipulating Dream Land by taking 
control of its denizens. That includes 
Kirby's longtime friend and rival King 
Dedede, who becomes absurdly buff 
after falling under the new foe's dark 
influence (see Page 186). 

We also don't yet know if Star Allies 
will feature any additional modes, like 
the sub-games in Kirby’s Return to 

Dream Land. Likewise, Nintendo has 

yet to pin down an exact release date 

for Kirby Star Allies. The title is cur- 
rently slated to arrive in Spring 2018, 
but outside of that vague time frame, 
we don't have any idea of when the 
game will launch. However, the fact 
that Nintendo announced a launch 
window for Star Allies while another 
one of the titles it revealed at E3 — 
Yoshi's unnamed Switch game - still 
doesn't have one seems to be a good 
sign that this game will arrive sooner 
rather than later (or at least sooner 
than Yoshi's next adventure). 

As one of the first major Nintendo 
games coming to Switch in 2018, Kirby 
Star Allies looks like it'll set a good 
tone for the console's second year on 
the market and continue its remark- 
able lineup of first-party titles. We 
may still have more to learn about 
Kirby Star Allies before it launches, 
but if the puffball's recent 3DS outings 
— particularly the wonderful Triple 
Deluxe and Planet Robobot — are 
anything to go by, then Star Allies will 
be yet another great addition to the 
Switch's growing library! — KEVIN К. 
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VALKYRIA CHR 


War in watercolor. 


BACK IN THE Wii era, games that 
took a gritty, realistic view of war were 
rising in mainstream popularity. Gears 
of War, God of War and Call of Duty: 
World at War were just a few of the big 
names that gained new audiences 10 
or so years ago. But these harsh, bleak 
stories of pain and death got pretty 
exhausting after a while, which is part 
of what made the 2008 launch of 
Valkyria Chronicles so refreshing - it 
was the most lively, colorful and poetic 
look at armed combat to hit gaming 
since Advance Wars. It would have 
been a perfect fit for the Wii, as it 
valued art direction over raw technical 
power, but sadly, that never came to 
be. The series did manage to pick up 
steam though, eventually spawning a 
couple of sequels, drawing an 
audience just large enough to keep it 
alive, while never quite reaching 
blockbuster status. 

That may change with the release 
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of Valkyria Chronicles 4, the first game 
in the series to see release on а 
Nintendo console. This all-new chapter 
in the ongoing fictional "Second 
Europan War" takes place in the same 
time frame as the original game while 
following along with a new set of char- 
acters. Commander Claude Wallace 
and his friends have grown up on the 
battlefield. The strength of their emo- 
tional bonds gives them the confi- 
dence to march into battle day after 
day, with the hope for victory swelling 
in their hearts and the promise of 
peace just over the horizon. 

But that all changes when a cold 
wind blows across the land, wilting the 
rolling hills of flowerbeds in Europa in 
a matter of minutes. This freezing chill 
reflects the bitter pain of frustration 
and regret that is about to befall our 
heroes. Will love prevail in the end? 
Personally, I’m just glad that the game 
is willing to ask that question. It’s not 
one that many games have the sensi- 
tivity to tackle! 

Like its predecessors, Valkyria 
Chronicles 4 will sport a pastel- 
friendly, watercolor-inspired look, but 
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with more variety and lifelike detail 
than before. Combat will still play out 
in a hybrid of turn-based strategy and 
real-time combat, but with larger, 
more expansive battlefields and new 
mechanics, like the new Grenadier 
character class and the dramatic "Last 
Stand" battle maneuver. Supported by 
an all-new orchestral soundtrack by 
fan-favorite composer Hitoshi 
Sakimoto, this fourth numbered entry 
in series is actually the sixth game to 


bear the Valkyria name, but you won't 
need to play the other five to under- 
stand what's going on here. Valkyria 
Chronicles 4 was designed with new 
players in mind, and it’s planned for 
release in 2018, just in time for the 
series' 10th birthday. 

If cute and pretty manga-style 
characters battling through the 
dramatic carnage of 1930s warfare is 
your thing, then this is the game for 
you! — JONATHAN 


The original Blue Bomber is finally blasting back into battle! 


FOLLOWING THE DEPARTURE of 
Keiji Inafune from Capcom in late 2010 
and the subsequent cancellation of 
every known Mega Man project in 
development, fans spent the interven- 
ing years wondering what would ulti- 
mately be the fate of the Blue Bomber. 
On the one hand, to some, it 
appeared that the company had given 
up on its de facto mascot, casting him 
aside in favor of more lucrative 
ventures such as the Monster Hunter 
and Street Fighter series. To others, it 
wasn't as bad, as there was still a 
string of merchandise, re-releases and 
compilations coming out, to say 
nothing of a new cartoon (albeit one 


that seems to diverge from the metal 
hero fans knew and loved). 

Whatever they thought, everyone 
seemed to agree on one thing: 
December 17, 2017 marked the 30th 
anniversary of Mega Man, and Capcom 
would practically have to say some- 
thing by then. And whatever they said 
could potentially mark the course of 
the franchise for years to come. 

For Mega Fans, though, Christmas 
— and the anniversary celebration — 
came early, as Capcom Unity took to 
Twitch on Monday, December 4 to hold 
a 30th anniversary livestream. Would 
it be like the Tokyo Game Show event 
that took place a couple of months 


prior, ending in disappointment? Or 
would Capcom take advantage of this 
one last desperate moment to reignite 
a fandom and franchise that had cried 
out for rejuvenation for so long? 

Ifit's not clear by the headline and 
screenshots, it was the latter. Capcom 
came prepared, and armed for 
Shirokumachine GTV (that's the big 
bear robots from Mega Man 7). 

In addition to the announcement of 
the entire numbered Mega Man X saga 
and both Mega Man Legacy Collections 
coming to Nintendo Switch over the 
first half of 2018, Capcom will be 
closing out the anniversary year with 
the release of Mega Man 11 (a.k.a. 
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Rockman 11: Unmei по Hagurumal!, or 
"Gears of Fatel!")! 

As of this writing, there’s not a 
whole lot of details about the game — 
that is to say, we’ve seen a nice little 
bit, but how everything fits together 
remains a mystery for now. The series’ 
tradition of sidescrolling running, 
jumping and shooting action remains 
intact, but now sports an all-new 2.5D 
hand-drawn look with an updated 
design for the Blue Bomber himself 
that is a bit reminiscent of the incar- 
nation witnessed in Super Smash Bros. 
for Nintendo 3DS & Wii U (at least on- 
screen; the concept art features a 
leaner, sleeker version of the design). 

A sticking point of the last two 
entries for some fans was that Capcom 
and Inti Creates went perhaps a little 
too far back into Mega Man’s roots by 
removing both his ability to slide and 
to charge up his Mega Buster for more 
powerful shots. Both of those game- 
play mechanics return, along with an 
as-yet-unspecified ability that seems 
to relate to the gears under his energy 
meters and seemingly allows him to 
supercharge his core abilities. 

Another new feature was teased in 
the art archives of Mega Man Legacy 
Collection 2, as an ability that was left 
on the drawing board long, long ago is 
brought to life — Mega Man now takes 
on some of the physical characteristics 
of Robot Masters he's defeated when 
he wields their copied weapons. (The 
one we've seen in action has our hero 
summon four bricks from the sky.) 

Storywise, equally little is known — 
we know that Dr. Wily is back, as are 
Roll, Eddie, Beat and Rush, and appar- 
ently the Robot Masters Mega Man will 
be taking on are more of Dr. Light's 
creations. But beyond that? We'll have 
to (eagerly) wait to find out! — DAVID 
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YOSHI FOR NINTENDO SWITCH 


Kirby isn't the only totally cute and constantly hungry character helping Nintendo leap into the New Year! 


IT'S SAFE TO say that nowadays, 
Yoshi has moved on from being 
nothing more than Mario's sidekick. 
While the two still team up for adven- 
tures, Yoshi has set out on his own 
quests quite a few times. Yoshi got his 
first true moment in the spotlight with 
the Super Nintendo classic, Super 
Mario World 2: Yoshi’s Island. Since 
then, everyone's favorite green 
dinosaur has gone on all sorts of 
amazing journeys. 

Most recently, we got to take 
control of Yoshi in the absolutely 
adorable Yoshi's Woolly World. The 
game was helmed by Good-Feel, the 
same company who brought us Kirby's 
Epic Yarn on the Wii. Yoshi's Woolly 
World took a similar visual approach 
to Kirby's Epic Yarn, giving us an entire 
world of fabric to explore. Even Yoshi 
himself was made out of yarn, which 
gave him his cutest look yet! Fans 
enjoyed the experience so much that 
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Yoshi’s Woolly World made the jump 
from Wii U to 3DS with Poochy & 
Yoshi’s Woolly World, an expanded 
port. 

You’d think Good-Feel might be all 
out of ideas for Yoshi at this point. 
There were so many unique ideas and 
great visual concepts in Yoshi's Woolly 
World, how could they have anything 
left? Turns out the gang was just 
getting started, as they already have a 
new Yoshi title in the works for 
Nintendo Switch! The game (which has 
no final name yet) once again sets out 
to bring us more platforming action, 
and it seems like it’s pretty far along in 
development. Time to start practicing 
our flutter jumps and tongue-lashing 
in anticipation! 

Instead of returning to the yarn 
aesthetic from Yoshi’s Woolly World, 
Good-Feel is employing another 
unique visual style for Yoshi on Switch. 
This time around, the entire universe 
seems to be taking a cue from the 
Paper Mario franchise: Everything in 
the game world looks to be made of 


some sort of paper, from construction 
to cardboard. It's a handcrafted look 
that gives the adventure an almost 
childlike feel, transporting us all back 
to our younger days. The thing is, the 
design isn’t just for pretty visuals! 
Yoshi for Switch lets you get a look 
at the environment in ways we’ve 
never seen before. Yoshi will be able 
to interact with the environment to 
get a look behind the scenes, so to 
speak! For example, one portion of a 
level might look like a fancy house 
made out of construction paper, 
complete with a landscape swaying in 
the wind. But if Yoshi tosses an egg at 
part of the backdrop, the entire stage 
flips around! Now you get to see the 
scene from its reverse side, showing 
the bits of tape holding everything 
together and the Shy Guys responsible 
for making those bushes and trees 
shake! 
Yoshi is also getting another layer 
of depth to his egg-tossing mechanic. 
In previous games, Yoshi could only 
throw eggs at enemies and objects on 


the same horizontal plane. In Yoshi on 
Switch, Yoshi's eggs can be thrown to 
interact with points of interest in the 
foreground and background! The 
game automatically deciphers what 
you're aiming for, be it a Shy Guy right 
in front of you or a special block 
tucked far off in the distance. Combine 
this with the level-flipping mechanic, 
and there's more exploration for Yoshi 
to enjoy than ever before! 

With Yoshi’s new abilities, it seems 
like the tasks of collecting hidden 
goodies and completing stages will 
feature more depth than in any past 
adventure. No matter how many years 
this dinosaur has been around, he 
keeps learning new tricks! 

There are sure to be even more 
surprises in store the next time we see 
Yoshi on Switch. Hopefully we don't 
have to wait too much longer to get 
another peek! Yoshi on Switch looks to 
be on track for a 2018 release, and we 
can't wait to go hands-on with what 
looks to be his most action-packed 
adventure yet! — KEVIN C. 
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SHIN MEGAMI TENSEI У 


The Switch scores the series’ next mainline sequel. 


BACK IN THE January 2017 Switch 
Presentation, a new Shin Megami 
Tensei game was shown off, with little 
more than a cutscene and a name... 
well, a placeholder of "Shin Megami 
Tensei Brand New Title." The Switch 
exclusive was still shrouded in 
mystery, even as word trickled out of 
Japan that the game was going to be 
Shin Megami Tensei V, the first 
mainline game on a home console 
since Shin Megami Tensei: Nocturne 
came out more than a decade ago on 
PlayStation 2. But at the end of 
November, Atlus USA let the cat (or 
maybe the demon) out of the bag: The 
game is Shin Megami Tensei V, and it’s 


coming to North America and Europe! 
No other details were given aside from 
some screenshots and a trailer — the 
release date remains a mystery. 

The trailer offers some glimpses of 
what this game will be, though: It’ll be 
a hardcore RPG, much like the stellar 
3DS games Shin Megami Tensei IV and 
SMT IV: Apocalypse. The HD graphics 
will be powered by Unreal Engine, and 
they look totally fine and nice. The 
trailer opens with a busy public transit 
station, labeled as "Present Day 
Tokyo." The presumed main charac- 
ters, a teenage boy and girl, are seen 
in the environment. Then, the follow- 
ing words appear on the screen: "All 


the fountains of the great deep broke 
up and the windows of heaven were 
opened." 

The next scene shows an under- 
ground tunnel that is in disrepair, with 
various fallen demons and weapons 
from the world of Shin Megami Tensei. 
The sequence turns to an exterior area 
where the two previously seen heroes 
are surrounded by enemies who, after 
a brief pause, attack them. The boy’s 
hand emerges from the pile and 
seems to struggle, but then collapses. 
During this, "In this lightless age of 
corruption, we long for the dawn of a 
new messiah" appears on the screen. 
It’s likely that your protagonist has the 


chance of being that new messiah, 
which fits in with a lot of past stories 
in the franchise. 

Just to be clear, since all these 
Atlus RPG lines get blurred, Shin 
Megami Tensei V is NOT a Persona 
game. It is its own separate (but 
similar) thing. Persona was actually a 
spin-off of Shin Megami Tensei years 
ago. While we have yet to see any 
gameplay, the expectations are that 
this new sequel should be in line with 
at least the gameplay of the past 
games. That means expect exploration 
in a 3D environment and going into 
turn-based battles with a variety of 
specific series elements, like the Press 
Turn system that lets you try to get 
extra attacks by hitting foes with their 
weaknesses. 

A big element of every entry is 
demon negotiation, too, which might 
actually remind Nintendo fans of the 
Yo-kai Watch series. In battle, you can 
try to talk to most enemies to get 
them to join you. Demons can also be 
fused to make new demons, and there 
are hundreds of combinations to 
discover. It’s a fantastic concept! 

We likely won’t find out anything 
more about Shin Megami Tensei V for 
a very long time. The release date, 
even in Japan, isn’t even narrowed 
down to a year. Odds are that it’ll be 
considerably more than a year before 
this game comes out. But Atlus has 
done SMT series fans in the West a 
great service by going ahead and con- 
firming the localization for North 
America and Europe already, and 
we're certainly grateful for that! 

— NEAL 
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BAYONETTA 3 


...and Bayonetta 2, and the first Bayonetta. All three are hitting the Switch! 


WHEN NINTENDO FIRST revealed 
back in 2012 that they were publishing 
Bayonetta 2, fan reaction ranged from 
cries of joy to fits of rage. That divide 
pretty much sums up the salacious 
spellcaster’s five-year alliance with the 
house of Mario in a nutshell. Some 
feminists love her, others loathe her. 
This same split follows right down the 
line through the competitive Smash 
Bros. scene, various home console 
loyalist factions and many other sub- 
groups in the gaming community. That 
bisection only widened on December 
8, 2017, when Bayonetta devotees 
were either glad or sad to hear that 
her next game would once again be 
published by Nintendo, this time as a 
Switch exclusive. Personally, | couldn’t 
be happier. Bayonetta 2 was an experi- 
ment that many expected to see fail, 
but with Bayonetta 3, the message is 
clear: This devil may care, thoroughly 
M-rated and entirely suggestive witch 
is here to stay on Nintendo consoles. 
As for what Platinum and Nintendo 
have planned for Bayonetta 3, for now 
all we have are clues. First there’s the 
cliffhanger ending from her last game, 
which hinted that someone close to 
Bayo's heart may have turned from 
the dark side to the light side and then 
back to the dark side again! Confused? 
Well, get used to it. Bayonetta's story- 
line can be hard to follow, as it 
involves time travel, multiple charac- 
ters with alternate forms and look-a- 
likes and more than a few two-faced 


NINTENDO 
ӘЙПЕН PLATINUMGAMES 
TBA M 


liars, so you never know for sure 
exactly who is who. 

That said, there are very few gods 
and monsters powerful enough to give 
Bayo a run for her money, and the 
teaser trailer for Bayonetta 3 defi- 
nitely features one of them. The video 
starts with a shot of the moon turning 
from blue to red, just before Bayo’s 
signature ribbon is sliced in two. We 
then catch a glimpse of Bayo in her 
classic red-hued outfit from the first 
Bayonetta game — the short hair and 
blue highlights she sported in the 
sequel are apparently gone. 

A few seconds later and Bayo is 
already bloody-faced and scrambling 


to keep her footing, battling a mysteri- 
ous foe who is made entirely of purple 
flames. None of her attacks can even 
touch her assailant, and near the end, 
itlooks as though she has been liter- 
ally torn in two. In the next shot, we 
see her signature emblem, now 
colored purple, broken into two halves 
as well. The crack down the middle 
forms the shape of a "3" before the 
trailer ends. 

These are clearly hints about the 
game's story, but they may also say 
something about its gameplay. One of 
the Switch's signature features is its 
ability to split its two Joy-Cons from 
the console, allowing for easy co-op 
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play. Could it be that Bayonetta will 
also split into two separate fighters in 
her newest game, one themed after 
her red-toned design, and the other 
sporting her blue-tinged ensemble? 
That may leave some to ask "Which 
Switch witch is which?" — and if so, the 
answer might lie at the end ofa 
glorious chain combo, culminating 
with the two separated sides of 
Bayonetta fusing back together to 
form one violet, violent, vivacious 
super-witch! 

This is all speculation of course, but 
hopefully the newly announced Switch 
re-releases of Bayonetta 1 & 2 will put 
us on the path toward some answers. 
Both games hit stores on February 16 
(Bayonetta 2's physical box includes a 
download code for Bayonetta 1), so 
those who want a taste of this witch's 
fabulous brand of character action on 
Nintendo's latest console won't have 
to wait long! — JONATHAN 
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KINGDOM COME 


Four years later, the end is in sight for Shovel Knight. 


IT'S NOW BEEN exactly four years 
since Shovel Knight appeared on the 
cover of NF Issue #7 in January 2014, 
and here we are still talking about the 
same game as the calendar flips into 
the year 2018! Truly, the team at Yacht 
Club Games must be insane. What 
other indie team in the business is still 
hammering away to deliver on the 
promises of a Kickstarter campaign 
that ended half a decade ago? 

But the finish line is in sight for this 
most noble dev team, as just one last 
piece of the puzzle remains to be 
placed to complete the entire Shovel 
Knight: Treasure Trove saga. Ladies 
and gentlemen, the new Shovel 
Knight: King of Cards campaign is 
imminent! 

ІЛІ be honest: King Knight did not 


т 


ЖАД 


get my vote years ago when Yacht 
Club polled fans asking which of the 
Order of No Quarter bosses should be 
made playable. He’s just off-putting! 
Brash, arrogant and clad head-to-toe 
in garish gold, he just didn’t seem like 
a character l’d want to see more of 
beyond beating him in a boss fight. 
But my mind's been changed now, 
in the wake of seeing the gilded goon 
in action. Yacht Club is fully aware that 
King Knight's no hero, and they’ve 
leaned fully into his selfishness, greed 
and insatiable lust for recognition 
from others to build a new campaign 
that celebrates such self-aggrandizing 
idiocy. He basks in his own spotlight. 
He calls in trumpets in the middle of 
fighting through a stage just to 
proclaim his glory. He plays cards! 


. . Uh, well, hold on. One of those 
things is not like the others. Is sitting 
down to play card games with com- 
moners the kind of thing a self-serving 
king really does? Well, even a loon like 
King Knight recognizes that he can't 
declare himself a ruler if he doesn't 
have any people to rule, so part of his 
quest involves earning the good will of 
the local townsfolk by meeting them 
where they are and playing a common 
parlor game with them. 

This is Yacht Club going the extra 
mile once again, as they were under 
no obligation to craft an all-new mini- 
game experience to support the story 
of this final Shovel Knight DLC expan- 
sion — they were just on the hook to 
make King Knight playable in some 
way. But they always go beyond! 


If my description of King Knight as 
a gold-obsessed, self-obsessed brute 
reminds you of Wario, that connection 
is cemented further through gameplay 
— one of King Knight's key moves is a 
charging shoulder bash, just like the 
one Wario wields in his Wario Land 
adventures. Beyond that, King Knight 
can summon hordes of Propeller Rats 
to help him fly short distances, pull off 
tornadic spin jumps to drill down on 
foes below him and execute a mid-air 
horizontal dash like Mega Man X to 
cross gaps іп a hurry. You'll need to 
master all of his skills in order to help 
him usurp the Three Kings and claim 
his unrightful place on their thrones! 

King of Cards will go on sale early 
in 2018 as a standalone download for 
Switch, 3DS or Wii U, but if you're still 
playing the Shovel Knight copy you got 
in 2014 at launch, it'll still be added as 
free DLC! That's dedication. — LUCAS 
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Legend of Zeldaphant 


THIS IS THE cutest video game | 
have ever played. 

Absolute adorableness seems to 
have been the entire intent behind 
Yono and the Celestial Elephants, as 
it immediately presents itself as a 
sugary sweet children’s book come 
to life. Yono, the hero, is the tiniest, 
cuddliest elephant you’ve ever seen 
(and his creator should be looking 
into making a huggable plush doll 
version of him, because 1" buy it 
immediately). He’s an instantly 
approachable protagonist in a world 
that’s also wonderfully inviting for 
the youngest gamers — and a world 
that also serves as an unofficial 
introduction to The Legend of Zelda. 

There’s no denying the influence 
here, as once you move past your 
initial reaction of "Aw, how cute!" on 
seeing Yono's visual style, уои”! find 
that the gameplay this playful pachy- 
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derm presents is almost entirely 
drawn from the Zelda series’ design 
documents. There are locked doors 
that only open when you solve a 
puzzle and snag a key. Block-shoving 
challenges to activate switches. 
Health upgrades that you collect in 
four pieces, and then they add one 
new Health Container to your life 
meter. (Even the sound effect that 
plays when you pick up a chunk of 
health is the same as when Link 
grabs a Heart in every Zelda pre- 
Breath of the Wild.) There are a few 
unique aspects to the design that 
take advantage of Yono's elephant 
nature, like filling his trunk with 
water to extinguish flames in your 
way or using his natural bulk to 
charge tusks-forward into foes and 
breakable rocks. But if an official 
Zelda sequel were commissioned for 
players under the age of 7, it would 
certainly end up a lot like this. 

I’ve tested its appeal in that 
regard, of course, and can confirm 


that my 3-year-old Calvin is a huge 
fan of this small 'phant. He's not 
quite up to solving the puzzles 
himself yet, but 6-year-old Carter is 
— and more than that, this is the 
perfect parent/child play-together 
game, and could be used to intro- 
duce kids to puzzle-solving games in 
general! 

Yono's debut adventure isn't fully 


polished, as the controls can occa- 
sionally be slippery and | even 
managed to get him stuck in the 
environment once, forcing me to 
reload a save and lose a bit of 
progress. There are also a few parts 
when it's not totally obvious which 
way you should go next, as a few 
environments are a bit too compli- 
cated. But, again, that's why this is a 
game best played together with your 
kids, rather than just handing them 
the controller and leaving them to 
fend for themselves. Think of it as a 
gaming equivalent of lap-sitting 
book-reading time! The cuddly cute 
style makes that connec- 
tion an easy one to 
make yourself! 
— LUCAS 


Ah, welcome! You must be the n 
new camp manager l've been 
waiting for. It's great to meet you! 
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I'm the...what? 


Are you sure? 


The Mobile Home Life 


ANIMAL CROSSING IS one of my favorite 
Nintendo franchises. The laid-back attitude of the 
series makes me put in more hours than Га like to 
admit — before the most recent sequel launched on 
3DS, | actually made plans in advance on how | 
could approach every day, to bring it all together 
and try to finish everything in it within just one 
year. Naturally, Welcome amiibo extended the life | 
gave to Animal Crossing: New Leaf, but that was an 
one-time-only thing to me. Nintendo could only do 
so much to keep me engaged. When the announce- 
ment of Animal Crossing: Pocket Camp rolled 
around, my interest was piqued. The idea of a mini 
version sounded perfect for mobile devices. So, is it 
something | can see myself playing for a long time? 

In all honesty, no. 

Animal Crossing: Pocket Camp sees you taking 
control of a brand-new campsite. Once there, you 
set up your own furniture and ask various animals 
to join you there. You get a solid introduction of 
everything this game offers and then get sent off 
on your merry way. One thing I’m particularly 
impressed by is how the game handles touchscreen 
inputs: You drag your finger to your chosen desti- 
nation and your character follows along without a 
hitch. Next to that, you tap on an object and he or 
she will interact with it. All of this is done in quite 
small environments, so I’m happy to see the game 
keep up. The thing is, after the introduction, you 
basically know almost all that you need to know. 

The main sticking point is that the gameplay 
loop never changes. You go to various small 
locales, talk to animals, collect materials (fish, fruit 
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and bugs) for them and raise their friendship level. 
Once their friendship reaches a certain point, you 
can invite them to your campsite. Well, sort of. 
Pocket Camp forces you to buy all kinds of furniture 
that you likely don’t need, just for the privilege of 
having an animal come visit. This casts the profit- 
seeking mobile nature of this Animal Crossing 
game in a clear light, as you run out of materials 
fast — and once you run dry, your lack of materials 
can be addressed by spending a ton of Leaf Tickets. 

Leaf Tickets, the mobile game’s premium 
currency, are in the beginning easy to come by. You 
get a bunch for linking with My Nintendo, starting 
the game and performing many of the early tasks. 
As the requirements grow, however, that amount 
will deplete quicker than you think. The amount of 
tasks needed from animals might not be enough to 
create the campsite you want. | found myself 
spending a lot to get something | would be proud 
of: a bar stage with a microphone, instruments and 
everything. Even with that, there were limitations 
on the furniture | could use, as some only unlocks 
once you raise your own level. This irritated me in 
the early goings of my journey. 

As | moved along, however, | started to appreci- 
ate the camp aspect of the game the most. | 
enjoyed composing my own creations that other 
players could approve of. Some even sent me 
photos over social media and told me how they 
liked the setup! This is where | think Nintendo 
should take this mobile game in the long run — the 
tasks aren't satisfying in and of themselves, so they 
need something that can give off the real smell of 
an Animal Crossing game. It’s similar to how they 
approached the spin-off Happy Home Designer 
(though that one had more on offer than this). 


On another note, | felt that the game didn’t do 
the best job of showcasing the charm that the 
series is known for. The conversations with the 
animals feel a bit stilted, mostly compared to 
anything else in the Animal Crossing universe. 
You'll find that lines are repeated quicker than you 
would like, and that special characters don’t really 
say anything truly remarkable. The only exception 
to this experience was OK Motors, the shop where 
you upgrade your mobile home. The three birds 
there should come back for a future installment, as 
they delivered on what | want out of AC characters! 

At the very least, the game looks the part of an 
Animal Crossing game. It is quite a colorful specta- 
cle, in particular on the iOS devices | use. There’s a 
sharp contrast between objects and characters, 
which makes it run nicely on phones. Naturally, it 
isn’t as sharp as what the series did with the HD 
Plaza application on Wii U, but | find it cool regard- 
less. What helps is that the music has the typical 
Animal Crossing flavor that you know and love. The 
only thing missing are K.K. songs that you can 
listen to while on the campsite. Maybe an idea for a 
future update? 

In the grand scheme of things, Animal Crossing: 
Pocket Camp is just OK. For a mobile game, there's 
nothing wrong with completing simple tasks in 
theory. The touchscreen design of the game makes 
it easy to pick up and walk around the small areas 
it provides. These areas, however, are only here to 
disguise the things you need to do to progress. With 
you scrambling for resources, the game will gladly 
accept your Leaf Tickets as a 
replacement. The game will 
suggest that you buy 
more, but you’re better 
off waiting a day in 
most cases. Either 
way, Pocket Camp 
didn’t have enough 
charm to push me over 
the finish line. - DAAN 
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Better Than the Movie! 


THE MUMMY DEMASTERED is a 
ie-in to the recent 2017 Tom Cruise 
vehicle/attempt to kickstart another 
cinematic universe from Universal 
Pictures. Despite this, however, my 
understanding is it doesn’t so much 
follow the plot of the movie (which 
"уе not seen, but have heard little 
good about) as much as it exists in 
andem with it — happening "off- 
camera," if you will. 

The gameplay style WayForward 
chose to adopt is best described as 
being of the "Metroidvania" genre, 
but with a bit of a twist, as the player 
character you control feels more like 
he came out of Contra Ill: The Alien 
Wars, with that SNES classic's rapid- 
fire machine-gunning weaponry and 
even the use of the shoulder buttons 
to lock your feet in place to attack in 
all eight available directions without 
having to move. 

It's a fascinating idea in theory, 
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but in practice, there are shortcom- 
ings and design flaws that prevent 
this title from being as great as its 
list of ingredients would lead you to 
imagine, and I found the satisfying 
elements to be tempered with irritat- 
ing ones that didn’t benefit the 
game. 

One of the worst culprits is the 
matter of life energy. For the most 
part, it's not too bad, as the game 
tends to be fairly even-handed 
outside of some rough difficulty 
spikes. Still, enemies tend to deal out 
more damage than their sporadic 
item drops are able to replenish, and 
there's a noticeable lack of stations 
to refill your life fully, unlike the 
more well-regarded examples of the 
genre. You'll have to grind, and 
unlike Super Metroid, you're more 
likely to be given ammo for weapons 
that are already full instead of the 
life energy you so desperately need. 

This ties into one of the game's 
more unique aspects somewhat. As 


in such games as ZombiU and Alien: 
Infestation, dying means a new 
version of the player character will 
have to hunt down their well-armed 
former self and defeat them in order 
to reclaim most of their inventory. 
Unfortunately, since they have all the 
goods, you're stuck with a paltry life 
meter and equally paltry firearm, 
meaning you're probably not getting 
your stuff back without enough of a 
fight that you'll be grinding to 
restore your health for quite a while 
afterward. 

The health situation might not be 
so bad if the enemies didn’t seem to 
display all the worst traits imagin- 
able in a video game. There’s the 
matter of limited vertical visibility 
coupled with considerable knock- 
back, meaning that if an enemy hits 
you, there’s a good chance you’re 
falling for a while — and probably 
hitting a foe you couldn’t avoid in the 
process (and there are plenty of 
them). So many, in fact, that it felt 
like | was frequently having to stop 
and wait for lines of them to march 
into my sights so I could pick them 
off before being free to explore, 
grinding the pace to a halt. 


Throw in their ability to attack 
you through parts of the environ- 
ment where you can’t return fire and 
endlessly spawning bats that are 
reminiscent of Castlevania’s Medusa 
heads — albeit with the ability to arc 
around and spit fireballs — and you 
might start to see where some frus- 
tration can tend to seep in. 

The Mummy Demastered isn’t a 
bad game, but does stand apart from 
its progenitors in the genre in ways 
both interesting and annoying. It 
establishes a good foundation for 
further refinement, but ultimately 
comes off more on the side of 
Metroid than Super Metroid. 

Still, given the film’s dismal 16% 
rating on Rotten Tomatoes, we can 
safely say WayForward's take on The 
Mummy is better than the movie! 

— DAVID 


A River Runs Through It 


YOU’RE THROWN INTO the deep end 
with The Flame in the Flood. Sure, there 
are a few tutorials. But up front, it’s basi- 
cally sink or swim, so the early goings 
prove pretty frustrating. 

The Flame in the Flood focuses on Scout 
and her pup (either Aesop or Daisy). 
There's little backstory, with the primary 
objective being to jump on a raft and start 
surviving on a flowing river. There are 
docks spread throughout the adventure — 
wooden gateways that open up to forests, 
fishing shops, churches and more. It's in 
these places where you'll scavenge for 
saplings, hooks, cattails and wild berries. 
Plus there's wildlife too. 

What's striking straight away about 
these environments is how beautiful but 
haunting they appear — the game's aes- 
thetic switches from serene to odd, which 
makes sense considering the setting is 
post-apocalyptic. The natural elements 
appear pretty realistic, for the most part. 
Meanwhile, the humans who inhabit the 
world have elongated and odd facial 
features. To top off the game's fantastic 
presentation, there's a country-focused 
soundtrack that perfectly complements the 
adventure. 

But, once again, it's a rough beginning. | 
found myself feeling lost and a bit hazy on 
my objectives to start. Scout quickly runs 
out of backpack storage space, so figuring 
out what's important enough to pick up 
was a game of trial and error. (1 also did a 
bit of Internet searching, to be honest.) 

Managing menus is, for better or worse, 
a major part of The Flame in the Flood. You 
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constantly pick up new items and must 
decide what’s worth keeping. Then there’s 
moving stuff from the pack to your dog, 
and to your raft... and that doesn’t even 
include crafting new gear and materials. 

Eventually, you do get into a flow with 
the game. Once | set my sights on wolf gear 
as a primary goal, things started falling 
into place. | was using traps to catch 
bunnies and kill predators. | upgraded my 
raft. | reached destinations farther down 
the flooded river. 

This high-water mark, though, gets 
weighed down with a repetitive back half 
for the campaign. Locations become 
recycled, and animal life doesn’t vary 
enough. Once you've floated through half 
of the game’s regions, there’s not much 
else to see until the conclusion. Yes, The 
Flame in the Flood is about survival, but it 
should also be about exploring the great 
unknown too. Sadly, there aren’t many new 
discoveries around the bend. 

Most of all, the game focuses on perse- 
verance. Can you make it one more mile? 
Can you find enough food? Can you trap 
enough animals to create warmer clothing? 
Can you avoid getting hurt by a boar or 
snake? You're going to fail and have to 
restart at region checkpoints. These 
setbacks will test your patience. | lost a 
wolf pelt jacket once, for example, and 
countless supplies other times. 

This all fits the theme of the game per- 
fectly — but on the other hand, it doesn’t 
always translate into much 
fun. As such, The Flame 
in the Flood is ultimate- 
ly a fascinating but 
flawed journey down 
a roaring river. 

— EVAN 
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Don’t Get Ahead of Yourself! 


lts Name Really is 


VVVVVV IS ONE of the best platformers I’ve ever played. 

OK, so maybe that's a little too short of a review, but that 
doesn't make it any less true. The amount of times I’ve played this 
game since its 3DS debut is insane, so playing through it again is 
nothing special for me anymore. These days, it’s about the grit of 
nailing a route and playing the game as flawlessly as I can! My 
original three-hour run (with too many deaths to count) has now 
been slimmed down to a measly hour plus. Maybe you think that's 
too short! Sure, I don't think you're wrong — but it's the most 
rewarding that trial-and-error gameplay has ever been. 

You might have never played VVVVVV. In that case, | gladly 
welcome you to the countless deaths that this game provides. This 
platformer, unlike most in the genre, doesn't rely on a jump 
button. Instead, our hero Captain Viridian changes his gravity 
every time you push the A Button (or any other button). Moving 
and making use of these gravity powers is what VVVVVV thrives 
on. All of the many platforming challenges can be overcome with 
these mechanics in a way that just clicks. 

VVVVVV gets hard fast, in particular for someone just learning 
the ropes. You'll have to deal with scrolling screens, moving plat- 
forms and objects that can change your gravity on a whim. Death 
is easily and frequently encountered, though the punishment is 
less severe than you might think — the game offers frequent 
checkpoints, ensuring that you can give your last task another go. 
If you love trial-and-error gameplay, this is the perfection of that 
concept, as it just glides. My frustration levels never went too high 
on this one, which is the big plus present here. 

"That's great," you may say. "But I already played it before on 
the 3DS. Is there anything new?" Why yes! The Nintendo Switch 
version offers a brand new co-op mode, allowing you to play the 
game with two people. It basically gives you a second chance to 
get beyond any given checkpoint and lends the whole quest a 
fresh bit of competitive edge. The guest levels and other modes 
are present as well, making this the ultimate version of VVVVVV. 

Even years after my original run, my opinion of VVVVVV has 
not changed. In fact, Гуе come to love it even more than I did 
before! It's a little on the short side, but you're rewarded with 
some of the most entertaining gameplay ever put into a plat- 
former. The Commodore-inspired world is a joy to behold and 
ensures that there's something fun to look at 
between deaths. If you're up for a solid chal- 
lenge, VVVVVV is the best one money can 
buy! — DAAN 
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The Original Blast Ball 


IF YOU'VE PLAYED апу 

other version of this one, you'll 
notice immediately that its graphical 
fidelity has waned on the Switch — 
and a peripheral device is required 
o provide the game with a wired 
connection for better online play as 
well. Both of those features only 
truly cater to a certain crowd (like 
ournament folk or people with 
fancier TVs than mine), but while this 
may be deemed its most "casual" 
version, the first time you play 
Rocket League in a park, ona 
mountain peak or at a rooftop party, 
he "downgrades" all become moot. 
What matters the most in this game 
is how well you’re able to execute an 
off-the-ceiling boost kick into the 
goal with a rocket car! 

After extensive testing, | can 
safely say Rocket League on Switch 
plays just as well as any other 
platform. The priority for the port 
seems to have been keeping the 
action locked at 60fps, which is not 
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normally something | care about — 
but in a game with such precise 
gameplay and execution, it's the 
most necessary high-end function. 

As for the game itself, I can't 
stress how fun this game is, and the 
portability of this particular version 
makes it infinitely better. Matches 
are short, the action is intense and 
the competitiveness is palpable. In 
fact, it seems like it thrives best in a 
more mobile environment. 

The Switch version is also the best 
place to play ad hoc local multi- 
player, as less knowledge and less 
equipment is necessary. It's easy to 
set up and even more of a blast to 
witness your friends’ crazy stunts 
and react to them without having to 
use D-Pad canned responses. 

You also gain access to special 
cars, and all of the previous DLC cars 
are available as well. Mario and Luigi 
cars are available at the onset, but 
Samus' gunship is available only as a 
random loot drop. Players have been 


reporting that they tend to get it 
within their first 15 completed 
matches or so, and once you really 
start playing you won't want to quit. 
That's it for Nintendo goodies for 
now, but the little touches like boost 
trails and the Mario cars doing a 
Mario jump sound effect with each 
jump are great little bonuses. 

One of my favorite gametypes is 
Snow Day, in which the ball becomes 
a puck and the playfield is slick with 
ice. І also love how zany Hoops is, 
where the cars are trying to get the 
ball into giant glowing basketball 
hoops. All modes are here to play 
and all add unique and wild ways to 
change the already crazy game, but 
nothing beats the original. 

Something that earns the Switch 
accolades over the PS4 version is the 
ability to cross-play with Xbox One 
and Steam owners of the game. This 
is important when finding matches, 
as | never had to wait long, no 
matter how crazy the hours got 
while playing. | had some connectiv- 
ity issues, but that had to do more 
with the WiFi | was using than the 
software. 

Some players have also found it 


odd that you're not able to set up 
split-screen multiplayer while 
playing in the Switch's Tabletop 
Mode, but a split screen with such a 
frenetic game would be difficult and 
likely compromise the 60fps — not to 
mention the fact that such a split 
would make each players' viewing 
area too tiny for a game like this. It 
works for something like Mario Kart, 
but not Rocket League. 

If you're aiming to make it to the 
world championships next year, 
you're going to want the Steam 
version of the game, a souped-up PC 
and a wired connection, but all those 
hours you're not in front of your PC, 
you're going to want the Switch 
version to practice. And even if 
you're not aiming to lead the League, 
I still consider this a must-own for 
Switch owners! — BRETT 
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Master of Magnetism 


ONE OF THE greatest things about 
the Nintendo Switch so far, for me, 
has been that it’s given me a second 
chance to experience great games 
I’ve missed over the past several 
years. I’ve loved the brand-new, 
original content debuting for the first 
time on the Switch, but that brand- 


new content, as well as the 

system’s hybrid portable/console 
nature, have been so amazing that 
they’ve made the entire system into 
a magnet for ports of past projects — 
everybody seems to want to play 
every great game ever made on this 
device, and | count myself among 
them! | don’t have time for every one 
of them (in fact, it’s hard to keep up 
with review coverage here in NF for 
all the quality titles dropping into the 
eShop), but one | definitely knew | 
wanted to make time for is Rain 
Games’ Teslagrad. 

Yes, the Switch may be a magnet 
for software, but in this game almost 
everything you interact with is mag- 
netized! Playing with the physics of 
objects repelling and/or attracting 
one another is the core of this expe- 
rience, as you play as an unnamed 
young man who's found himself on 
the run from some bad guys and just 

so happens to hide out inside a 
huge, trap-filled tower powered 
by the puzzling force of electricity. 
The world of Teslagrad is a kind of 

alternate take on Europe circaa 
couple centuries ago, back when 
most science seemed more like 
magic — and our hero encoun- 
ters magical, mysterious 
magnet-based puzzles in every 
room he enters, all presented with 
an aesthetic appropriate to that era. 


The first ability acquired by our 
young Teslamancer is the power to 
magnetically charge objects with 
either a "red" or "blue" force. Like 
forces repel one another while oppo- 
sites attract, so if you need two 
objects to come together, you’d 
charge them both with the same 
color — and if you need one flung far 
away from the other, opposite colors 
are called for. 

Teslagrad takes this core concept 
and runs with it throughout its entire 
quest, at first giving you only the 
power to embue other objects with 
magnetic force when standing right 
next to them, but ultimately letting 
you achieve the same charges from a 
distance. The young hero also gains 
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the power to magnetize his own 
body in order to make his way 
through rooms where large, pro- 
jected magnetic fields are present, 
and just for one full breakaway from 
any kind of grounded reality, he also 
comes across a power that lets him 
zip-zap-teleport himself forward a 
moderate distance with instant 
speed. (Think Fox McCloud’s Side B 
from the Smash Bros. series, but also 
able to pass through certain walls.) 

Taken all together, it’s a suite of 
maneuvers and abilities that remind 
me of the recently great SteamWorld 
Dig 2 — of course, I’m playing these 
games chronologically backward, so 
it's likely the SteamWorld team was 
inspired by Teslagrad in a few ways. 

The physics are sometimes a bit 
too fussy here, making some puzzles 
require multiple attempts. Boss 
battles, too, can be frustrating in 
that уон”! probably have to replay 
them several times to complete 
them perfectly, as even a single hit 
knocks our master of magnetism out 
and sends him back to the entrance 
of the current room. No annoyance is 
too annoying, though. 

Jonathan first reviewed Teslagrad 
back in NF #12 when it hit Wii U, and 
I’ve wanted to try it myself ever 
since. I’m happy to have had the 
chance now, thanks to the magnet- 
ism of the Switch! — LUCAS 
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FOOD AND VIDEO GAMES both 
tend to be judged by how satisfying 
they are, but for true connoisseurs, 
satisfaction isn't enough — they want 
something that displays a deeper 
appreciation of the craft by utilizing 
unexpected ingredients in combina- 
tions that play to all of their 
strengths, broadening the flavor 
experience in never-before-seen 
ways! They want something like 
Battle Chef Brigade. 

If cheap and easy mobile puzzle 
game is the equivalent to some tasty 
fast food french fries, then Battle 
Chef Brigade is like a delicious 
dragon egg omelette with hash 
browns, seasoned with minotaur 
tears. Not coincidentally, that's the 
exact kind of food you end up 
making in the game. By combining 
aspects of 2D fighters, Match-3 
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puzzlers, cooking games and story- 
book RPGs, Battle Chef Brigade 
blends totally unrelated genres 
together into a unified dish that’s as 
innovative as it is delicious. 

The game stars Mina, a 21-year- 
old aspiring battle chef who sets off 
for the big city, determined to mark 
her independence from both her 
parents and the mundane meals she 
was tasked to serve at their family 
restaurant. It's а coming-of-age 
story, set in a beautifully rendered 
world where mythological beasts run 
wild and legendary culinary artists 
are both revered national heroes and 
skilled martial artists. Just as 
everyone in the Pokémon games — 
from environmental activists to orga- 
nized crime syndicates — seems to 
be obsessed with catching monsters, 
the people of Battle Chef Brigade are 
always thinking about cooking them. 
In Mina's case, that means entering 
the Battle Chef Brigade tournament 


to prove that she's the very best, like 
no cook ever was. 

Like most RPGs, the game flow 
starts to feel routine over time, 
which is a nice, comforting counter- 
balance to the increasingly intense 
action and unpredictable lineup of 


new monsters that roll out as you go. 


Hunting and gathering ingredients 
happens in small, densely packed 
outdoor areas filled with fantastic 
beasts and other surprises. This is 
where those fighting game staples — 
like air combos, parries and magic 
attacks — come into play. That's how 
the action plays out on the surface, 
but beneath all that are rewards that 
only come to those who learn to 
study their prey. For instance, if you 
punch a berry off a tree and it lands 
near a one-eyed sparrow, the bird 
may eat it and lay an egg. Crack the 
egg with a kick and you can use it as 
а "special sauce" to change the color 
of other ingredients in your stew pot. 
It's in this pot where the game's 
puzzle components come to life. The 
goal is to match edible elements of 
the same color in order to amplify 
their flavor profile. It starts off 
simple, but with each round of the 
tournament, new mechanics are 


introduced. There are fragile flavor 
crystals that shatter if they're stirred 
too many times, slow cooker pots 
that clone or strengthen your ingre- 
dients while you’re away and even 
poison food particles that kill your 
chances of impressing the judges. 

That bad beef actually plays a big 
part in the game's overall narrative. 
Mina’s initial motivation to enter the 
tournament is pure self interest, but 
after a surprising turn of events, she 
learns her culinary skills may serve a 
more serious, life-saving purpose. 
Sadly, the story here is a bit uneven, 
climaxing at three fourths of the way 
through. Everything after that, like 
the addition of a new playable char- 
acter and related side-plot, feels 
more like postgame content. The last 
boss is also a little undercooked. 

On the whole, the game feels like 
an amazing starter that has not yet 
ripened to its full potential, but fun 
bonuses like a Smash Bros.-inspired 
"Break the Dishes" mode and daily 
cook-offs with online leaderboards 
are balanced against any missing 
garnishes. All things considered, 
what they’ve served up here is filling, 
delicious and sure to please every 
gaming gourmand! — JONATHAN 
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NF: How did you get your start in 
game development? 

I graduated in 2004 from 
Missouri State University with a 
degree in Computer Animation. Га 
always wanted to get into the video 
game industry, but there were few 
developers in the Midwest — and fewer 
in the Missouri region. So, | focused on 
honing my art chops in school as a 
way for me to break into the industry. 

I was fortunate to get connected 
with a local video game start-up called 
Black Lantern Studios right out of 
school. They were in Springfield 
(where my university was) and they 
had job postings up in the animation 
lab for 3D modelers. | applied and 
after a few interviews and a few 
delays, I finally got the job. My first 
role was building props in 3D Studio 
Max for a "Tycoon"-style game they 
were designing for PC — the game was 
a nightclub sim called Nitelife. So, | 
spent my days making 3D models of 
bar tables, kegs, decor items, dance 
stages — pretty much anything you'd 
find in The Sims, though | would try to 
model things that would fit in with a 
nightclub environment. 


What was the first game you ever 
worked on professionally, and how 
did it feel to be on the project? 

We worked on Nitelife for a few 
months, and pitched it to publishers 
all over — but it never found a pub- 
lisher. We did share it with THQ, who 
saw our potential as developers from 
that initial demo. They didn't agree to 
publish Nitelife, but they did offer us a 
contract to develop on one of their 
own ideas called Tabloid Tycoon. We 
took the job and Tabloid Tycoon was 
our first published title (2005 THQ/ 
Valusoft). 

It was an amazing feeling to be 
working on something that we knew 
would land in stores. | continued my 
role as a modeler on Tabloid Tycoon 
and developed props and models for 
the environments you would see in the 
game. We had quite a few late nights 
while working on the game — but it 
was all worth it to see it on the shelf in 
Target alongside Civilization and other 
hit titles. 

My next game was for the Game 
Boy Advance, which was an even 
greater thrill because it was our first 
game for a Nintendo platform! 


You and the Graphite Lab team have 
worked with a wide variety of brands 
that target young children, from My 
Little Pony to Transformers: Rescue 
Bots and even Tonka trucks. How do 
you approach a project when it's 


meant to be played by the littlest 
gamers? 

It’s much tougher to design for a 
young audience than people may 
imagine. You can't design a game for a 
3-year-old and then test it yourself to 
see if it feels "fun" like you can with 
other games. We learned this while 
working on our first EC-rated (the 
ESRB’s Early Childhood rating) title 
Dora's World Adventure, which was on 
the Game Boy Advance. We'd design 
objectives and puzzles for the player 
to complete, but naturally, we would 
make them puzzles that we would 
enjoy solving ourselves. But then, we'd 
have a young kid play the game and 
they would be totally lost. They didn't 
know the buttons. They couldn't read. 
They would get bored fast. We realized 
we should have been much smarter 
about how we plan designs for this 
audience, and had to rely a lot more 
on outside playtesters — versus our 
own playtesting of the game. 

These days, it’s much easier. | have 
three daughters now, and they're 
always wanting to play our games and 
provide feedback. | guess you could 
say | have my own little testing group 
right at my kitchen table! 


On the other side of the spectrum are 
games like your recently released 
Hive Jump, which carries a T for Teen 
rating with Blood and Violence 
content descriptors. How is the 
design process different when you're 
aiming for an older audience? 
Designing for an older audience 
carries a much different challenge: 
They are much more aware of their 
own gaming preferences and styles. 
Beyond that, older audiences have 
played so many games over their life- 
times that it’s a lot harder to come up 
with unique gameplay ideas they’ve 
not already seen. Because of this, we 
put a lot of effort into Hive Jump’s 
backpack mechanic, which is the 
mobile respawn point for your team. 
We've not seen other games use that 
approach to team play. 

We also consider past playstyles 
when designing for an older audience. 
We've caught a lot of flak for our 
control scheme for Hive Jump because 
the "jump" command is on a shoulder 
button — not on the A Button where 
many players expect it to be. Hive 
Jump works great with this layout, but 
because a lot of players have a history 
with games using A for jump, we had 
to very carefully design (and defend) 
our configuration. Eventually, players 
understand that our configuration 
allows you to use your jetpack, move 
your player and fire in 360 degrees in 


the air, all at the same time. Once they 
run another configuration through 
their minds, they see why we made 
our choice; but we ALWAYS get that A 
Button complaint from older players — 
never from younger ones. 


Beyond its more mature-skewing 
content, Hive Jump is also unique for 
your team in that it's an original 
creation. How does working with an 
established licensed property feel 
different from creating your own 
world from scratch? 

We love working with licensed brands. 
It's such an honor to work with Ben 10 
or Garfield or Optimus Prime, because 
we know we're handling characters 
who are cherished and defended by 
their fans! 

Licensed work goes much more 
quickly because we're not starting 
from scratch. For example, if we're 
starting on a Transformers game, we 
know how Optimus Prime is going to 
look from Day One. We don't have to 
create all that lore and go through 
countless revisions to make an 
awesome hero. One of the challenges 
is to get the look and feel of the brand 
right, as well as design a game world 
that's fun and entertaining to play in. 

In Hive Jump's case we started from 
nothing. We had to come up with each 
and every bit of lore and logic that 
drives that world. In fact, our lead 
designer Matt Donatelli wrote over 
17,000 words of lore and backstory for 
this game to give us a sturdy rulebook 
for how the world behaves! It took 
much, much longer (and incurred 
many more revisions) since we were 
creating this world while creating the 
game. 


Hive Jump started development in 
2014. How has the landscape of game 
development changed over the past 
few years, in terms of trends and 


product desirability? 

Goodness — | had no idea how much it 
would change. There were plenty of 
small shifts that are just part of game 
development life. Genre preferences 
change, hit titles may make a game 
mechanic more popular or some new 
tech might impact a development 
pipeline as examples. But for us, the 
major shift over the last three years 
was the release of the Switch. 

As we worked through the second 
half of 2015, the pressure of setting a 
launch date for Wii U began to mount 
up as we discovered some of our 
features weren't ready to ship. We had 
to reconfigure major game systems 
such as the physics and А.1., as well as 
optimize just about everything to 
improve performance. As the weeks 
came and went, so did our first Wii U 
release target of Q1 2016. Then, all of 
the whispering about this new 
Nintendo platform started to get 
louder and louder . . . we started to 
joinin... 

"Uh, guys, what's the Nintendo 
МХ?" 


What were some of the pros and cons 
of releasing a Wii U game in Fall 
2017? 

The biggest pro is that the fans have 
responded very well to the game. 
We've gotten a lot of support from the 
Wii U community for keeping our com- 
mitment to the platform and we really 
enjoy seeing it played on the system. 
It’s such a great console! 

The cons are certainly that it hasn’t 
gotten as much attention as it would 
have if it had launched a year earlier. 
That’s a shame, because it really 
makes it more difficult to springboard 
into newer creative work. 


With Hive Jump now completed and 
released on Wii U, will the Graphite 
Lab team be making the leap to the 


Switch next? Either with a Switch 
version of Hive Jump or something 
else entirely? 

We don't have anything to announce 
at this time, but | can say that we love 
playing the Switch and our fans are 
very vocal about how badly they want 
the game on the platform. I would love 
to blast some pixel aliens deep in the 
hives while on the go! So, it’s possible 
we'll see it on the Switch, but nothing 
is locked in at this point. 


While the Nindies scene seems to be 
exploding with games all trying to 
grab gamers' attention now, Hive 
Jump beat most to the punch and 
actually got on-stage, spotlight treat- 
ment from Nintendo during the 2015 
Nindies@Night event. What was it 
like for your game to be featured on 
Nintendo's biggest stage for indie 
talent? 
It was by far one of the highlights of 
my game dev career. Not only was it 
great to get new fans introduced to 
the game, but to be alongside some 
amazing games like Shovel Knight, 
Runbow and The Binding of Isaac 
made the night pretty surreal. 

We really weren't sure what to 
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expect. We knew we had to develop 
some special trailers and get the game 
demo ready for the event — but past 
that, we didn’t know much about how 
the night would go. To say we were 
blown away was an understatement. 
We were hosted in this huge event 
space, had tons of fans filling the 
place (we heard it was an hour wait to 
get in), the line to play Hive Jump was 
like 50+ people long; the trailer played 
on a 33’ x 60’ screen and fans chanted 
and clapped when it finished. It was 
100% incredible and I’m so glad 
Nintendo has continued this support 
with new Nindies each year. 


You’re not just the founder of 
Graphite Lab, but also an honest-to- 
goodness game design professor at 
Maryville University in St. Louis. 
What’s it like guiding the next gener- 
ation of designers? What are some of 
the most surprising, difficult things 
your students need to learn in order 
to start mastering the craft? 

It’s a pretty amazing opportunity in 
my mind. St. Louis is rapidly growing 
as a hub for game development, and it 
will grow even more if we invest in 
aspiring developers through formal 


educational programs like the one at 
Maryville. | get a lot of energy from 
interacting with the students and | 
hope | can help those students make 
more sense of their path to a profes- 
sional game development career. 

One of the things | try to impress 
upon them is the importance of 
making your core mechanics fun. We 
don’t focus on narrative or story so 
much in our program, and we don’t 
teach methods of making the next 
successful MMO or anything like that. 
We focus on core mechanics and play 
patterns, gameplay extensions and 
how to balance games for different 
audiences — all very core principles of 
game design. 


If you had an unlimited budget to 
work on any Nintendo property, 
which would you choose and what 
would you do with it? 

Holy smokes — what a question. 

I’ve always loved the mythology of 
Kid Icarus, as well as the music. | think 
it would be incredible if we were to 
use Hive Jump's multiplayer arcade 
format and visual style, but with a 
fantasy setting like the world of Angel 
Land. 


Imagine: You control one of four 
angels with a mission to ascend to the 
top of these winding labyrinths filled 
with monsters. Using your trusty bow, 
you assail bad guys with an onslaught 
of arrows while your buddies fight 
alongside you. You must get a magical 
treasure to the top of the maze where 
it can be activated to magically eradi- 
cate all of Medusa's henchmen from 
the area. Use the coins you collect 
from the fallen enemies to invest in 
more powerful bows, hammers and 
defensive items. Perhaps each of the 
four players could equip one of the 
Legendary Treasures as well — 
bringing in a little class-based play, 
too. Or if you're feeling plucky, forgo 
your power-up and instead equip the 
Eggplant Wizard skin and get a laugh 
from your teammates! 

All of this rendered in the most 
gorgeous 16-bit-inspired pixel art ever 
crafted, while a classic chiptune score 
complements your heroism. Wouldn't 
that be pretty slick to play on your 
Switch!? Let's do it! 


Finally, if you could have any super 
power, what would it be, and why? 
ра like to have unlimited real life save 
states. I think that would be pretty 
cool. 
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DOOMGUY IN DREAM LAND 


AN ENDLESS OCEAN of lava. A blood-red sky. Dry, cracked earth. Sweat dripped down his back and his legs, fogged up his 
isor... but the thought of taking off his helmet never crossed the Doomslayer’s mind. 
He tapped the screen with two armored hands, inputting one of the final sequences of code. The argent accumulator attached to the side of 
the console emitted a faint hum that carried across the silent plateau. Other than this hum and the tapping of his fingers, there was no sound 
around him — no signs of life. Mere minutes ago this plateau was a storm of bullets and claws, but the piles upon piles of his fallen foes were now 
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Another sequence of code, then another. Soon the portal back to the facility would be opened, and once he was through he would destroy the 
Argent Tower, closing the link to their world for good. 
A moment more and he had it. He punched in the final characters and the accumulator began to glow. The hum rose, turning from a hum to a 
whir, then from a whir to a low roar. The air beside the console began to shimmer, and a sudden flash made the Doomslayer shield his eyes for a 
brief moment. When he looked again, there it was — the portal had been opened, and another world stood before him in a wavering semicircle 
that stood stark against the dingy red. 
But something was wrong: The place beyond the portal looked nothing like the facility. He stepped through ... and what he found was a night- 
arish land even more twisted than the one he had just fought through. 
Swirly, white clouds painted the blue sky. The trees around him formed silly shapes. Rainbows and stars dotted the horizon. And surrounding 
him, sitting amongst the grass and the flowers and the rocks, were roundish, poofy-looking creatures with stubby little arms and little black eyes. 
Never had the Doomslayer seen such a horrific place or such evil spawn! And, as the Doomslayer, there was only one choice: to RIP AND TEAR. 
He pulled his trusty shotgun from his back and aimed it at the nearest creature, which was now running at him with its arms raised. In the 
moment before firing he could see it so clearly in his mind’s eye, the sight his heart lusted for: the explosion from the barrel of the gun, the 
resounding BOOM, the rain of gore issuing from his shattered foe . . . he pulled the trigger. 
ittery stars shot from the shotgun and struck the Waddle Dee with something like a slap sound, and it disappeared with a poof of stars. 
The Doomslayer looked at his gun, then to the place the Waddle Dee had just been. Another approached, clearly intending to harm him, so he 
tried again. Another blast, another poof. No blood — only stars. Now more of them were closing in, their little arms pumping as they ran. He could 
see other types of creatures as well, floating and bouncing and prancing into his line of sight. 
he Doomslayer gritted his teeth and cocked his shotgun. 
e blasted three more Waddle Dees, BLAM BLAM BLAM! All three poofed into nothing. Then he charged through the ranks, shooting stars in 
every direction. Bronto Burts came in from the sky and he shot them down before they could even get close. Waddle Doos tried to flank him, but 
their little beam attacks did nothing to his battle armor, and he blasted them all the same. And no matter what he did, there was nothing but stars 
— EVERYTHING WAS STARS!!! 
inally he tossed his gun aside and, grunting angrily, he lunged for a Waddle Dee, intending to tear it in two and spill its lifeblood upon the 
ground of this wretched place... 
When his fingers sunk into the round, squishy body, the creature made a noise not unlike that of a dog’s chew toy. 
Squeak! 
The Doomslayer squeezed and pulled, but the Waddle Dee only emitted more adorable squeaks. All the more enraged, he tossed it aside and 
launched himself into the rest of them, punching and kicking and tearing. They bounced harmlessly around like beach balls, always landing softly 
іп the grass with silly looks on their faces. He whipped out his chainsaw and used it on a Scarfy, but the thing only giggled as though being tickled. 
Yet the Doomslayer did not stop, he had fire in his blood, this horrific new enemy could not be left alive. He picked up his shotgun again and 
blasted through hundreds and hundreds of the little monsters. He fought for hours, turning the world into a rain of stars. Finally he could see no 
more of them and he paused. There was a silence. He turned around to see a lone Waddle Doo floating gently down from the trees above, clutch- 
ing onto its umbrella with stubby little arms. 

The Doomslayer pulled the BFG from his back, gripped it with both hands, charged it up, and fired. An ear-shattering BOOM 
echoed over the grassy hills and a fiery explosion engulfed the Waddle Doo. The light pierced the Doomslayer’s 
eyes, the shock wave pushed at him, but he did not move or look away. 

When the fire dissipated and the smoke cleared, the little thing was still hanging in the air, its umbrella 
burnt to cinders, soot covering its body, a goofy expression on its face. A tiny puff of smoke 
emitted from its mouth, then it poofed away into stars. 
Panting slightly, the Doomslayer placed the gun on his back and 


walked away. => ы EN 
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Meanwhile, in another place, a horde of monstrous А" тым 


demons crowded around a little pink puffball, snarling \ 
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blood-red sky, not sure what to do. Finally he did what 
came naturally to him... 
He inhaled the nearest demon. 
[The remainder of this story has been censored for 
disturbing graphic imagery.] 


and gnashing their teeth. He looked up at them and at the Г 
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32» issue 131: carnace vs. cuteness 


NINTENDO 64 


NOTHING TO SEE HERE 


ITS BEEN 25 years since the battle began. 

A quarter-century ago, beginning in late 1992 
and continuing through 1993, U.S. Senators Joe 
Lieberman and Herb Kohl grabbed newspaper 
headlines in Washington, D.C. and around the 
nation with their series of hearings on video 
game violence and adult content. Then-recent 
releases like the bloody, gory Mortal Kombat and 
the horror film-esque Night Trap had outraged a 
generation of parents who’d been unaware that 
their kids were experiencing the kinds of content 
previously only seen in R-rated movies... but in 
video games! Game technology had advanced 
quickly — too quickly, it seems, and a whole army 
of upset Moms and Dads were dealing with the 
whiplash. 

As the hearings in Washington concluded, the 
video game industry was given an ultimatum: 
create a method of regulating game content 
within one year’s time, or else the government 
would step in and do it themselves. The major 
game companies of the day took the issue seri- 
ously, came together and formed the ESRB. From 
1994 on, all video games sold in the United 
States bore content ratings symbols on their 
packaging — ranging from Early Childhood for 
games intended for toddlers all the way up to 
Adults Only, the rarely used opposite extreme. 

The vast majority of games fell into the three 
categories in-between those two ends, though: 
"K-A for Kids-to-Adults" (which was later simpli- 
fied to "E for Everyone"), "T for Teen" and "M for 
Mature.” With the ratings system in place, the 
pressure from Washington ended, and the video 
game business resumed as normal. 

Well, maybe not entirely normal. Not for 
Nintendo, anyway, as the introduction of rating 
labels only added fuel to a fire that had already 
been burning for years by that point: the public 
perception that Nintendo's games and systems 


NINTENDO! 


were meant for kids, and real mature content 
was only found elsewhere. Nintendo was skittish 
back then, desperately afraid of offending 
parents, and so ordered several third-party titles 
to be censored before they could launch on Big N 
hardware. Mortal Kombat's blood was color- 
swapped to become "sweat" instead, for example 
— but gamers weren't fooled. They flocked over 
to Sega's version, as there the gore was intact. 

It was the beginning of Nintendo's battle of 
the ESRB ratings: E vs. M. Would they hold fast to 
their family-friendly image, welcoming only titles 
that were safe for all eyes? Or would they also 
allow mature games to come to their platforms, 
to keep that audience from fleeing to competi- 
tors? As the SNES era ended, it was clear that M 
was not welcome. Nintendo planted their flag on 
the E side of the debate and held firm. 

So began the N64 era, and as it was the first 
full console generation during which every game 
released was rated by the ESRB, the bar graph 
on the left illustrates the breakdown of how 
Nintendo's E-fixated strategy played out over the 
years that followed. Beginning in 1996 with 
Super Mario 64 and concluding half a decade 
later, the Nintendo 64 library heavily favored E- 
rated titles. Nintendo, too, so focused in on 
family games that they even acted like M-rated 
games didn't exist at all! 

Huge case in point: the infamous Conker's Bad 
Fur Day. It was the swan song of the system, the 
ast big release for the N64 in 2001. But if you 
read Nintendo Power back at that time, you may 
not have known about it at all! NP’s staff was not 
allowed to cover the game. It got no preview, no 
review... it was completely ostracized as the 
company clung onto their Mom and Dad sub- 
scribers as tightly as they could. A beer-drinking, 
curse-spewing, womanizing squirrel? No, no. You 
must be mistaken! Nothing like that to see here. 


PUBLISHED BY NINTENDO: 
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ATTEMPTS WERE MADE 


BYTHE END of the N64 era, fully seven years 
after the ESRB had introduced their ratings, 
Nintendo had managed to publish exactly one M- 
rated game: Perfect Dark, the Rare-developed 
follow-up to the revolutionary GoldenEye 007. 
The company must have found the experience of 
dabbling in mature publishing so distasteful, 
though, that they backed off from serving as the 
publisher for Conker’s Bad Fur Day — so Rare just 
published that one themselves. It wasn't too long 
after that whole episode that Rare and Nintendo 
parted ways with one another, and Microsoft 
swooped in to align with the British team who'd 
brought the world Donkey Kong Country, Banjo- 
Kazooie and more. The E vs. M philosophical 
battle can't be blamed entirely for that, but it 
must have certainly been a factor that Rare had 
started to become keen on adult-oriented games 
and Nintendo was not too keen to publish them. 
As the GameCube era began, Nintendo pushed 
family-friendly fare even more aggressively than 
before, bringing the world the amazing adorable- 
ness of Animal Crossing, introducing us to an 
army of cute little plant soldiers named Pikmin 
and wiping away any semblance of adulthood 
from Link in the Legend of Zelda series by 
turning him into a cel-shaded cartoon kid for The 
Wind Waker. The company philosophy persisted. 
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Interestingly, though, the GameCube became 
home to more M-rated games than any other 
past Nintendo platform, largely because it was 
on level technical ground with its contemporar- 
ies the PlayStation 2 and the first Xbox, and so it 
became common practice for third-party studios 
to make versions of their games for all three 
consoles simultaneously. In this way, the Cube 
library gained such mature fare as BloodRayne 
and Hitman 2. 

Capcom also stepped up in this era and fueled 
the adult-oriented Cube catalog with a bold 
remake of Resident Evil, then new installments 
Resident Evil O and Resident Evil 4 (which was a 
GameCube exclusive for a while, before it started 
getting ported to every other piece of hardware 
ever made). Konami even provided Metal Gear 
Solid: The Twin Snakes, and it seemed that third- 
party studios were picking up Nintendo's slack. 

But, to Nintendo's credit, a pair of attempts 
were made under the Big N banner. Perhaps the 
most memorable M-rated Cube title was Eternal 
Darkness: Sanity’s Requiem, a wild psychological 
horror design that fans still hope will get a 
sequel to this day. And as the purple lunch box’s 
life cycle came to a close, we were also gifted 
with Geist, an M-rated game about a ghost pos- 
sessing the bodies of people and animals! 


GAMECUBE 


ЕЕТМ 


THE CASUAL CONSOLE 


THE GAMECUBE’S PARITY with Sony and 
Microsoft hardware might have given some fans 
of mature content on Nintendo systems a bit of 
hope for the future, but any dreams for contin- 
ued growth in that direction were dashed when 
the company took a sharp turn away from where 
the competition was headed in the generation 
that followed. The PlayStation 3 and Xbox 360 
continued to pursue the hardcore gamer crowd, 
as, by the numbers, the PS3 had 558 different M- 
rated games published for it by the end of its life 
cycle, while the Xbox 360 boasted 598. 

Nintendo’s competiting console, the Wii? 37. 
37! Even fewer than the GameCube library! 

That number doesn’t do the situation justice, 
though, so let me hit you with the percentages: 
In the GameCube library, M-rated games 
accounted for 8.7% of all games released. Not a 
large number at all. But on the Wii? M-rated 
games were only 2.6% of the total. 2.6! 

If you’re wondering why, well, it’s all because 
of how much of a huge, earth-shattering success 
the Wii was in achieving its very first goal: 
Reaching out to a new casual audience of people 
who had never played video games before. The 
Wii, with its motion control-equipped Wii Remote 
controllers, was the most accessible game device 
ever released to the public. And the public ate it 


Sports 


sort 


Online Inerocins Not Rated by the ESRB 
Les échanges en ligne ne sont pas ss por ESRB 


up: Millions upon millions of console were sold 
on the simple strength of games like Wii Sports. 
Not everyone can keep up with the complexity of 
a common controller with over a dozen different 
buttons to press, but anyone can pick up a white 
wand that looks like a TV remote and swing their 
arm forward and back! 

So Nintendo’s continued focus on E-rated titles 
in the Wii era stemmed not from cute characters, 
but rather games made literally for everyone — 
casual titles played by toddlers all the way up to 
nonagenerians. 

And though M-rated games ultimately only 
made up 2.6% of the total releases for Wii, there 
were at least still some notable names in that 
small mix. Activision brought three installments 
of the massive Call of Duty series to the system 
(limited though they were compared to other 
versions). Konami brought the Silent Hill series 
over for the underrated Shattered Memories. 
Travis Touchdown debuted in No More Heroes 
and came back in No More Heroes 2, and we’re 
finally going to see him back in action on the 
Switch. And Sega went wild with MadWorld, a 
heavily stylized murderous rampage rendered 
entirely in stark black and white — and blood 
red. So, while pickings were slim, there were at 
least a few worthwhile M-rated offerings. 
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SWEPT UNDER THE RUG 


I WISH I could end this article with a greater 
degree of contrast, somehow able to tell you all 
that Nintendo ended their streak of ignoring the 
mature side of the market and turned things 
around in the Wii U era... but they didn’t. They 
stuck with what had seemed to work before, but 
when the Wii U wasn’t able to recapture the 
same lightning in a bottle that propelled the Wii 
to become such a household staple, all aspects 
of their console business suffered — not just the 
thin selection for gamers over 17. 

What’s even weirder, though, is that Nintendo 
did seem to be making strides toward opening 
their arms to M-rated games through the Wii U 
era... but then stepped on their own toes with 
marketing those titles. 

Take Fatal Frame: Maiden of Black Water. 
Nintendo invested in the Fatal Frame franchise, 
one of the industry’s most extreme, scary and 
isually disturbing M-rated brands, and they 
published its most recent sequel on Wii U around 
the world. In North America, though, the game’s 
existence was nearly swept under the rug when 
NOA decided not to give it a physical release! It 
became an eShop exclusive, which was better 
than not being released at all — but not having it 
sitting on actual store shelves with that M label 
visible did no favors to the Wii U’s image among 
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any adults browsing for anew game system to 
buy. 

Another M-rated game published by Nintendo, 
Devil’s Third, actually was released physically in 
North America . . . though you might not have 
known it, because NOA pulled all promotion of 
the product and didn’t send review copies to 
press. That was likely more of a reflection of the 
game's quality rather than qualms about its age 
rating, but still, not helping the situation. 

The one, singular M-rated product Nintendo 
seems to have been honestly proud of promoting 
in the Wii U era was Bayonetta 2, which the 
company scored as a Wii U exclusive after 
stepping in to help its development finish up 
financially. We’ll be getting an encore appear- 
nce of that one on Switch soon, too! And when 
ayonetta makes her comeback twice again in 
ebruary and then a third time in the hopefully 
ot-too-distant future, she’ll be helping lead the 
harge, at long last, away from Nintendo being 
o fully wrapped up in only offering E-rated 
ames. As the Switch is less than a year old as of 
his writing, there are no good numbers to share 
uite yet — but DOOM, Skyrim, Wolfenstein 11, 
Resident Evil and more are finally giving 
the M rating some firepower in the 
ongoing battle of the ESRB ratings! 
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COMIC BREAK 


M ХЕ 
MY SUSPICIONS WERE RAISED FROM THE | 
MOMENT I FIRST SAW THE CRIME SCENE. 
a E = SOMEONE HAD DELIBERATELY 
‚ты KNOCKED OVER THE COOKIE JAR ШЕ 
“ины AND LOOTED ITS CONTENTS! 


THERE WAS SOMETHING AWFULLY FISHY 
ABOUT HER TESTIMONY... 


50 YOU SAY IT YUP! SOMEONE 
WAS LIKE THIS WHEN ELSE MUST HAVE 
YOU FOUND IT? KNOCKED IT 


OVER... 


SING, CANARY! К i 4 
I KNOW ІТ WAS YOU THAT'S IT, HEY GUYS! 
WHO BROKE THE JAR! TURN IN YOUR ANYONE WANT 
WHERE ARE YOU HIDING х GAME CARTRIDGE. A COOKIE? 
THE REST OF THE 3 NO MORE L.A. NOIRE 
COOKIES?! FOR YOU! 


WOAH! 
CALM DOWN, 
KAREN! 


BY MATTHEW LOFFHAGEN 
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